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Opening Scene 


Mario is locked in combat with Bowser, who is once again 
determined to kidnap Princess Peach. But this time, the King of 
the Koopas looks a little different ... he arrives clad in a tuxedo, 
all dressed up to marry the princess. An attack from the big 
brute’s hat sends Mario hurtling from Bowser’s airship. 


Storyboards ae 
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DESIGNER'S NOTE 
This dynamic opening act makes the story explode, estab- 
lishing this title’s central theme: surprise. | believe the story- 
boards above do a fantastic job of expressing the punch this 
scene was intended to pack. 

The game's goal and structure were established early on, 
allowing us to create a visual style that maximized both. 
From the camera, animations, and visual effects to sound and 
background music, all of the title's elements come together 
to create an opening symbolic of the entire game. 

Art Director Rikuto Yoshida 


t? 
DESIGNER'S NOTE 
This grand adventure marked Mario's first solo appearance on the 
Nintendo Switch™ system. An important goal of the opening 
scene was to make people feel like they were playing a new Super 
Mario title as soon as they started the game. Many Mario games 
start off slow, but this time we put everything about Mario, Peach, 
and Bowser front and center. Things began with a simple yet 
action-packed Mario vs. Bowser throwdown. 

The overall reason for the journey, the loss of Mario's hat, and 
the lead-in to the first kingdom all needed to be included. We 
wanted all these elements introduced in under ninety seconds to 
help maintain a proper gameplay tempo. 

Director Kenta Motokura 


“Time for it! | 
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Jealous, Mario?!" 


hroom Kingdom on countless 
he travels with his new partner, 
d Princess Peach. 


This hero has saved the Mus 
occasions. This time around, 
Cappy, to save the kidnappe 


Cappy's special technique. It allows 
Mario to take over an enemy or 
object, controlling it as he sees fit. 
Captured targets take on Mario's 
eyes, cap, and mustache. 
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ESIGNER’S NOTE 
| VMESIVIINER 3 NVIE 


With every successive generation of new gaming 
platforms, Mario is there with a new way to play. 
This title is no different, requiring the creation 
» of anew kind of gameplay to fit the bill. This is 
why we came up with the Capture system, a 
| type of action that surpasses the idea of Mario- 
i style power-ups. “Fun to play” is the central 
4 concept for any action game, and it became the 


springboard for the abundance of interesting 
abilities we brought to life this time. 

Giving Mario the power to not only defeat 
enemies but to use their abilities for himself 
offers players a system with many more ways to 
explore. 


Yirector Kenta Motokura 


031 


A look at Mario's style, reimagined for this game. 
His hair has become more realistic than before. 
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DESIGNER'S NOTE 
. me oy 

When considering Mario’s design for this game, 
we decided very early on to give the physical 
materials a more realistic look than before. In 
order to welcome players with the aforementioned 
sense of surprise, we made individual strands of 
Mario’s mustache and hair visible. We also 
designed the denim of his clothes to show a fine 
weave. 

The game's setting and artwork influenced one 
another, and we were stunned by the impact of 
this new Mario coming to life before our eyes. 
Despite significant alterations, we made sure 
when finishing the design to maintain the visual 
aspects that people all over the world associate 
with Mario. 


other than denim. 


We constructed our Mario with the most 
detailed texture quality yet, befitting the latest 3D 
Mario game. What would his gloves be made of? 
Does denim really exist in this color? How are his 
shoes put together? What about the texture of his 
hair? There were so many new issues we had to 
tackle when attempting this updated design. While 
making sure not to deviate from Mario's existing 
image overall, we made his face a bit more “cool” 
than in previous games to make it seem right when 
set in motion. You may not be able to tell at a 
glance, but a lot of attention was put into his eyes. 
They were made to resemble real eyes with a tan- 
gible sense of depth. His expressions are much 
more vivid, more impressive than before. 
Character Art Lead S Murata 
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Various ideas were considered, like making Mario's overalls out of a material 
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Rough sketches of various poses. The 
cap-throwing pose is the key action. 
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DESIGNER'S NOTE 

The Cap Throw is the signature move in this 
game, and several types of throws were consid- 
ered. First, we looked into what sort of throwing 
style would feel comfortable when moving 
Mario in-game and checking his responsiveness. 
| remember seeing an actual hat flying through 
the air around our animators’ desks quite a bit. 
Since the pose he'd make after spinning to throw 
the hat was a point of focus for the animation, 
the image of the Cap Throw gradually developed. 


' The game was built around the animations, so 


poses from the handmade sketches and 3D 
models eventually led to the artwork displayed 
on the retail package. 


rt Director Rikuto Y« 


We wanted a pose that included both the new 
Cap Throw mechanic and the new character 
Cappy, so that people could understand what 
this new Mario game entailed at a glance. We 
tried not to make Mario’s movement stray too 
far from his signature jump pose, creating a 
design both fresh and familiar at once. Seeing 
Mario not actually wearing his hat adds an 
element of novelty to the scene. 

We also made sure the pose had more depth 
so that players could perceive the 3D action of 
this title. 


Rough sketches remade in 3D. A variety 
of poses were tested out here. 
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This image was made on the 
premise that the cap-Throwing 
pose will likely vecome the key art. 


Because of that, we've exploring several 
iterations of the cap-throwing pose 


Unfortunately this type of pose tends to look a bit 
bland, so none of them jump out at us as “the 

one”.. We also want to make the action easily 
understood, like the Super Mario Galaxy 

spin jump. Any and all ideas ave welcome! 


Pre-Cap Throw pose? 
tHe really looks diffevent 
without the hat on his head 
His bangs ave easier to see 
when facing to the left 


This is a jump pose, but it 
looks slightly different from the 


normal block-breaking jump. { 
(This game isn’t about = — 
breaking blocks, So...) or es A simple standing pose 


, with hat in hand 

Pose with his hat flying off. 

| want to show that it has eyes 

and expressions. This should be 
close-up on his face and hat 
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Mario in a tuxedo. Even the bow tie had several 
proposed designs before we settled on the final 
red version that appeared in-game. 
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| DESIGNER'S NOTE 


“Wedding” was one of the themes in this 


' game, so we designed this with the intent 


that it would end up in the key visual with 
Peach and Bowser, all in wedding attire. 
We went for a simple yet formal design, a 
wedding outfit we thought Mario might 
pick out. We thought of making it more 


_ casual so as not to seem out of place as 


Mario performs his acrobatics, but we 
figured a sharper look would fit better 
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alongside Peach. Ultimately, we went in 
that direction. When you think of wed- 
dings, you think “white.” We went with 
that aesthetic but changed up the material 
and hue in different parts to give the 
scene some extravagance. Mario's trade- 
mark hat and overalls are nowhere to be 
found, but | still think we captured his 
spirit in this outfit. 
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lwant to take Mario and 
Bowser seem like they're on either P° 
side of Peach, facing her. 
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Wedding Outfit 


om her pure-white wedding dress. 
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Character Turnaround Designs 
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Wedding Dress Proposal 
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This design balances the defining features of a wed- 
ding dress with Peach's signature cuteness. We mulled 
over all sorts of dress designs in early development 
and went with a regal princess-line dress to keep it in 
Peach's style. The white hues were chosen with the 
comparison between Mario and Bowser in mind, with 
sumptuous materials like silk and lace to provide a 
contrast in texture. The lamé-trimmed veil shimmers 
when it moves. 

This outfit shows more shoulder and back than 
Peach's usual dress. A wedding dress is important to 
the person wearing it, so we were sure to craft it care- 
fully. The Piranha Plant bouquet is clearly Bowser’s 
contribution to her ensemble, a detail the develop- 
ment team thought was both cute and creepy. 

Character/Concept Artist Akane Yoshida 
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Wedding Outfit 


Bowser dressed in a tuxedo. His hat is 
emblazoned with his own symbol. 
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Hair Design 
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- Designs for posters and fliers put up in each 
Wedding Announcement Poster kingdom to advertise the "happy" occasion. 


Preliminary Designs 


Rough Sketches 
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Preliminary Designs 
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World Poster 


DESIGNER'S NOTE 


Bowser is much more serious this time, and a. : : Cocca 
we designed his wedding sult to show just ; —; 


how committed he is to the union. His . | Zo fe \ bes a 
incredible customized tux was probably made "9, { \ h : ie eo eae ee al | 
by his minions, and likely cost way more than w ; 5 ¥ 3 7) Sa 
Mario’s suit. X | ‘ \ ~ a = = sal 


We made sure not to add too much orna- 


mentation to Mario's wedding attire, but 
Bowser'’s has gaudy, spiky protrusions all over, ‘ 
reflective of his personality. His trademark Plex | 
armbands have been swapped out for silver 1 
ones to fit the occasion. {ay SAS ay 

Bowser usually doesn't wear any clothing, so ‘Amn 


when drafting this look we were careful not 
to lose what makes the King of the Koopas so 
recognizable. At one point we considered just 
giving him the jacket. It made him look like 
we'd caught him getting undressed, so we 
gave up on it. | feel like the final design really \ \ roy 
captures this big guy's essence, rignt down to A> 2208 
his spiky shoes. ut 
Character Art Lead Sho Murata | > Ss 
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The Hero Awakens... 
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After Bowser sends him flying off the airship, Mario finds himself in 
a dark and gloomy land. While checking out the area, he stumbles 
upon a creature shaped like a white top hat. Startled, it flees, and the 
plucky plumber gives chase. 


Storyboards 


= Cap 


.. Kingdom 


Bonneton 


This is the first kingdom players visit after 
Mario's defeat in the opening cinematic. 
This kingdom’s strange and slightly dis- 
turbing environment was intended to 
reflect the player's feelings as they dive 
into this new game. The goals of this stage 
are many and varied: introducing your 
partner, Cappy; teaching the Cap Throw 
technique; revealing parts of the story not 


conveyed in the opening; learning the new 
Capture mechanic; and finally, giving 
Mario and Cappy a foe to vanquish 
together before starting their adventure in 
earnest. This compact stage lets players 
take their time to feel things out and was 
devised to be both well-paced and 
user-friendly. 


Population: Middling Currency: Hat Shaped 
Size: Smallish — Industry: Hats, Airships 


Locals: Bonneters Temperature: Average 71°F 


As the name Cap Kingdom implies, hat-shaped 
buildings and reliefs are everywhere in this land of 
tradition and formality. The resident Bonneters 
excel at ship-building and can even attach sails to 
their homes to convert them into airships. 
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Co nce pt Art These rough sketches were developed once the world was 
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put together. Hat motifs can be seen across the kingdom. 


Preliminary Design 


Design Concept 
Preliminary Design 
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Rough Sketches 
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DESIGNER'S NOTE 

The gigantic yellow moon floats above this 
monochromatic world, and Top-Hat Tower 
emphasizes that juxtaposition. The area enforces 
a strong impression of two of the game's key 
items: hats and Power Moons. Since this is the 
hometown of Cappy and the other Bonneters, hat- 
related elements are deeply integrated into the 
landscape. We were able to surprise players with 
this kingdom, since no other Mario game has 
started off with a nighttime setting. We also 
wanted to create a huge contrast between this and 
the vibrant setting of the following Cascade 
Kingdom. 


Since we couldn't include color in this monochrome 
world, we needed a thorough plan to craft a quality 
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Hat shape 
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stage. Mario regains consciousness in a place full of 
dark, sloping hills. The city design is simple, lit softly 
by streetlamps. Top-Hat Tower and the moon paint 
a conspicuous silhouette of a hat in the sky. We 
aimed to guide players naturally through the envi- 
ronment by establishing design rules for brightness 
and shape. 

The Top-Hat Tower landmark and Bonneter 
houses introduce top-hat shapes to the scene, dis- 
playing the theme in an obvious manner. The grass 
resembles hat felt, giving players a visual reminder 
of the theme wherever they go. The streetlamps are 
designed in the shape of hat racks. The bendy sil- 
houettes invoke the images of the Bonneters’ 
crooked tails, or perhaps a wavering, whimsical 
mirage. 


@& NOTES 
Buildings Befitting 
the Bonneters 


This kingdom has a deep connection to 
caps. The residents live in hat-shaped 
homes, and the same motif extends to 
landmarks and streetlights. The fact that 
the kingdom is named after them tells you 
just how important they are. 


The buildings, the lamps, and even the sign- 
boards are all shaped like hats. 


The homes and windows of the Cap Kingdom 
are hat-shaped. These are hovering above the 
clouds, so be sure not to fall off! 


You can see more hat motifs in the distant city 
skyline. 


@ TRIVIA 


Bowser Tops 
the Charts 


During the game, a blow to the boombox 
will cause Bowser's condescending laugh 
to reverberate through the speakers. After 
the game has been beaten (and Peach 
rescued), the same blow will cause a fun, 
upbeat song to play instead. 


There are two types of songs, one with English 
vocals and one with Japanese vocals. Mario 
bops to the beat. 
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Glasses Bridge 


Hat decorations. 
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Streetlight Design 
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Bonneter House Design 


Top-Hat 
Tower Interior 


Top-Hat Tower is the highest structure in the 
Cap Kingdom. Frogs dwell within, and 
Capturing them lets Mario ascend from inside. 


Streetlight Design 


Rough Sketches 


& TIPS 
Light Up the Night 


The Cap Kingdom's streetlights are 
popular among tourists due to their 
appearance. Throwing Mario's cap at 
them or at wall lamps on the houses will 
set them ablaze. These don't really need 
to be lit, as they're only used in the rare 
absence of moonlight. 


“a 
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Throw your cap at the lamps to light them up. 


& TIPS 
Trip the Bridge to 
Top-Hat Tower 


The bridge from the Central Plaza to Top- 
Hat Tower is movable and can be lowered 
under the cloud sea in an emergency. 
Considering the state the Cap Kingdom is 
in when Mario arrives, he has to flip the 
switch on the Central Plaza side to lift the 
bridge back into place. 


The bridge rises from below the cloud sea when 
Mario flips the switch. Rotling across the crests 
and dips of the lanes feels quite exhilarating! 


& TIPS 
The Landmark 
Top-Hat Tower 


Top-Hat Tower rises into the sky. Getting 
to the top is impossible from the outside 
walls. The path inside leads to the summit. 
Still. there are stark height differences in- 
side the tower, making it difficult for 
humans to complete the climb. 
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On your own, climbing this vertical expanse 


would be a real pain. You'll need the leg power 
of a frog to make it through. 
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Site making 
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Setting 
This isa Fixed observation device 
installed by a sight Seeing association 
for onsite investigation 


Mt isn’t linked to any network, So 
someone has +0 come occasionally 
and retrieve the logs. 

Some were sent.to the area 

and forgotten: 


Made by the same company that made 
the binoculars from Super Maria 30 
land. Theseare an alder model 


that cant handle stereoscopic 30. Capturing these 


lets you gaze far 
into the distance. 
Designs 


? Block 


A block that spits out coins or 
hearts when struck. You can see 
an alternative design for this 
block in New Donk City. 


Bowser’s hat 
—- covers the pole 
Ker at first. 


It Flies off 


Designs 


Checkpoint Flag | 


Touching this flag lets you warp to it from 
anywhere on the map. 


——— 


| DESIGNER'S NOTE 


The ? Block is a series staple, and many designs 
were considered for this version. Each series 
has its own spin on the design, but since the 
? Block embodies what makes this particular 
game special, we explored a few more unusual 
options. A version with lots of grooves, one 
with more traditional features, one shaped like 
a digital scoreboard... 

Ultimately we decided to add minute details 
to the standard base design, so that it could 
mesh with the wide variety of worlds appear- ~ 
ing in the game. The final design ended up 
being more sophisticated than usual. The look 
remains clean, but with a clear texture to it. 
The designer in charge of the ? Block suffered 
through lots of fine-tuning, but | believe the | 
results speak for themselves. 
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Hearts and Life-Up Hearts Hearts restore Mario's health, while 


Life-Up Hearts increase his maximum 
health by three units. 
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Regional Coins Purple coins used only in their respective kingdom. 


The Cap Kingdom uses hat-shaped currency. 


eT | 


Capture one of these to travel along power 


Spa rk Pylon lines to the pylon on the other side. 
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Capture Look Design 


& NOTES 


Checkpoint Flag 
Coordination 


The pole is different in each kingdom, 
matching the color of that land’s Power 
Moons. The Checkpoint Flag on the 
Oayssey is always yellow. 


Checkpoint Flags for Fossil Falls (left) and 
Tostarena (right). You can see the difference in 
pole color between the two. 


@® NOTES 


Bag the Binoculars, 
Scope the Scene 


Zoom in and gaze far into the distance. 
Some kingdoms have odd sights if you 
look hard enough. Cappy will respond to 
certain sightings, even chastising you if 
you try to look directly at the sun. 


In the Cap Kingdom, you can see Bonneter 
houses flying through the skies. 


TIPS 


All Aboard the 
Spark Pylon Express 


Capture a spark pylon to move quickly 
along power lines. These are littered 
across the kingdoms and are indispens- 
able for your adventure. You can cancel 
the Capture at any time while moving 
along the lines. 


If there are coins near a power line, you can grab 
them with the B Button (or by shaking the 
Joy-Con). 
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@ Cappy 


A resident of the Cap Kingdom. He 
joins forces with Mario to rescue his 
kidnapped sister. 


First Meeting Storyboard 
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There's something strange 
about this ‘hat’...” 


shetis 40 save my Tiara, 
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~ “Vanna chase wfter ( 
them, but look.” 


DESIGNER'S NOTE 


Mario's new partner is the top hat Cappy, whose 
little sister, Tiara, was kidnapped by Bowser. This 
character was brought to life because the new 
Capture mechanic was so compatible with the 
Cap Throw introduced at the prototype stage. We 
chose Mario's signature cap as a key item to 
achieve these gameplay mechanics and intro- 
duced Cappy as a result. 

The development of the friendly Cappy was 
achieved thanks to the inclusion of the Capture 
mechanic and the choice to use Mario's cap as a 
simple object to suit this function. The fact that 
Cappy is a cap would allow for a natural explana - 
tion of the game mechanics. 

Director Kenta Motokura 
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Design 


Rough sketches of Cappy, up through his 
current look. An array of different hat shapes 


was considered for his appearance. Cl OK 
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DESIGNERS NOTE 


Cappy’s motif, the distinctive top hat, was 
determined very early on to make sure his 
identity as a hat-shaped character was easily 
understood. His eyes and color scheme 
were clearly important, but these simple 
elements made him a bit difficult to design. It 
took a lot of trial and error to get him to his 
final look. Tons of sketches were drawn up. 
When the designer drafted the final proposal, 
which included a tuft of hair as an accent, it 
finally felt like a clear analog to the game's 
overall design. 

Art Director Rikuto Yoshida 
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2 Questioning. Residents of the Cap Kingdom. They enjoy transforming 
Tia Ya Joy. Courteous Bonneters into hats to ride on people's heads. 
Cappy's little sister. When Peach gets E y, Vi Wi 
kidnapped, this little Bonneter is taken (ees “ATES 
along for the ride. ~- Nf @ gy 


Design and Expressions 
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Act as hands 


Le 
Enhance presence with , 
something like a veil? 


Female Bonneter Turnaround 


Rough Sketch 


DESIGNERS NOTE 


Tiara is a cute, chipper little girl who gets 
along with her older brother, Cappy. Cappy’s 
design was completed first, and afterward 
Tiara’s look naturally fell into place. All of the 
Bonneters were made with subdued, mono- 
chromatic tones, but Tiara was colored pink 
to set her apart from her fellows. The devel- 
opers discussed not only her look but also her 
personality, her voice, and just how her body 
would move. They frequently acted out her 
movements themselves. 

After the player beats the game, Tiara travels 
together with Peach. Seeing them talking and 
giggling together puts more of Tiara’s girlish 
charm on display. 

Character/Concept Artist Akane Yoshida 
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Frog 


This little critter won't attack 
Mario. Capture it to perform a 


massive jump. 
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First Capture Storyboard He provides Power Moon locations, costumes, 


or other goodies when you tap an amiibo. 


Uncle amiibo 


o) STORY 


Mario's First 
Capture 


Here's our first look at Cappy’s forte, the 
Capture technique. Landing on an object 
lets him take over and control it. He 
Captures a frog to utilize its jumping 
prowess and help Mario ascend the Top- 
Hat Tower. 
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Talkatoo 


A bird that gives you hints 
about Power Moons. It 
can tell you up to three 
hints at a time. 
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Mario gets sucked into the frog's body when 
Cappy lands on its head. Next thing he knows, 
he's a frog himself! 
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Capturing a creature or object lets Mario use its 
abilities. In the frog’s case, he can use its incred- 
ible jumping power. 


| | 
Reversi Small & NOTES 


——_—— Bi d Harmless animals that inhabit each kingdom. 
Piapapioued afiten’s wien iras Get too close, and they'll fly off. Birds of a Feather 


Small birds have different appearances and 
chirps in each kingdom. The small birds in 
the Cap Kingdom, for example, don cute 
little hats. 


Looks around a bit... a6 
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A bird lands on Mario's nose as he snoozes. Try 
standing still for a moment to experience it. 
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Broodals 


Wedding planners hired by Bowser. The 
four of them work together to steal 
treasures from each kingdom. They are 
faithful to their profession, devoting 
themselves completely to any job 
they're given. 


Spewart 
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Height Comparison 
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Hariet 


The Broodals’ Airship Designs 


Bowser’s ship is white, ~ 
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his wedding» 
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STORY 


Bowser’s Big Fat 
Broodal Wedding 


After reaching the peak of Top-Hat Tower, 
the heroes discover the “monsters” are 
actually Topper, Hariet, Rango, and 
Spewart—a.k.a. the Broodals! These 
wedding planners are on Bowser's payroll 
and will do whatever it takes to make the 
ceremony a success, including getting in 
Mario's way as he attempts to rescue Peach. 
This is the first of several confrontations 
between Mario and the Broodals. 


They ride by in their small airship to impede our 
heroes. Each kingdom brings a different oppo- 


nent to fight. 


@ NOTES 


A Lawbreaking 
Leporine Looting 
Spree 


The Broodals procure treasures from each 
kingdom for the wedding, starting with 
Tiara. They end up stealing the following 
in addition: the Binding Band, the Lochlady 
Dress, the Soirée Bouquet, the Frost- 
Frosted Cake, the Sparkle Water, and the 
Stupendous Stew. These objects are rare 
items considered national treasures, which 
causes a lot of trouble for the inhabitants 
of each kingdom. 


The Broodals’ hideout is on Rabbit Ridge. This is 
where they take on their jobs. 
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These drawings show the Broodals’ 
designs before their final in-game 
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bodyguards were hired by 
Bowser in each kingdom. 
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The Broodals appear time and time again on this 
adventure. Rabbits’ association with themes like 
weddings and the moon led us to design rabbit 
wedding planners to help with Bowser's big day. The 
rabbit motif offers a fun contrast to Bowser’s almost 
turtle-like appearance. The Broodals’ profiles have 
clear distinctions between “round,” “square,” “trian- 
gular,” and “long,” making them easy to recognize. 
These fresh faces leave an impression but were 
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One of the Broodals. He fights by tossing 
the hats stacked on his head. 


Face idea. 


Leas may ve too shorty so, please 
Soc the this muck longer 
Ethan they are inthe picture. 


designed so they wouldn't have seemed out of 
place in previous Mario titles. Like the Koopalings, | 
think, these rival characters make the game much 


more fun. 


Topper is known for the stack of hats on his head, 
so we gave him a distinct design to emphasize this. 
The rectangular silhouette of his rudimentary top hats 
stands out against his round, almost egg-like frame. 

Character Art Lead Sho Murata 
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o) STORY 


Hat-Stacker Topper 


Our heroes are met at the tower's summit 
by Topper, the Broodals’ PR manager and 
onsite troubleshooter. The stack of hats on 
his head is an embodiment of his resolve. 
Mario fights him multiple times in the 
game, the stack of Topper’s hats growing 
ever higher with each rematch. The way 
he “bows”—swinging his hats to the 
ground—is a fearsome greeting indeed. 
The higher the hat stack, the more 
menacing it becomes. You'd better back 
off if Topper seems eager to say hello. 


Topper bows with alt of the hats on his head, a 
greeting and a formidable attack all in one. 


@ NOTES 
An Odd Spot to 
Find a Poste 


It's the Broodals’ job to announce the 
wedding far and wide, and in doing so 
make the ceremony a success. Many of 
the locals are troubled by the mass of fliers 
and posters spoiling the scenery of their 
respective kingdoms, though. Whacking 
them with your hat will strip them off the 
walls, so get to work! 


Haphazardly placed wedding-announcement 
posters. You can see two different designs if you 
took closely. 


The Broodals have slapped posters up all over 
each kingdom, much to the locals’ dismay. Not 
even important historical ruins have been spared. 
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... to His Next Destination! 
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Mario and Cappy chase off the Broodals, restoring peace to the Cap 
Kingdom. Still, they're going to need a ship if they plan to chase Bowser 
across the world. Cappy seems to have a lead on just such a vessel, 
so the two of them hop a power line over to the neighboring kingdom. 


Riding the Lightning... 
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DESIGNER'S NOTE 
Players arrive in the Cascade Kingdom after 
overcoming the game's first major trial, 
discovering a land of vast blue skies and lush 
grasslands that offers signs of the adventure to 
come. While maintaining the core Mario 
gameplay elements, this kingdom presents new 
layers of realism: the massive Stone Bridge, the 
striking Fossil Falls, and a creature that presents 
potential for the Capture mechanic, the 
fearsome T-Rex! These landmarks breathe a 
new sort of life into Mario’s world. 


In this kingdom, players learn the reason for 
gathering Power Moons, explore their new 
surroundings, defeat a giant boss with the 
Capture mechanic, and, finally, power up the 
Odyssey. Thus ends the tutorial portion, and 
the adventure begins in earnest for Mario and 
his new friend, Cappy. 

Director Kenta Motokura 
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Conce pt Art These preliminary pieces were drawn up when the world’s concept 


was finalized. Dinosaurs and waterfalls are the main features. 
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Design Concept 


| DESIGNER'S NOTE 


With blue skies and massive waterfalls as far as the 
eye can see, the Cascade Kingdom provided a 
dynamic setting befitting the start of a grand adven- 
ture. With a roaring waterfall as its central landmark 
and countless others surrounding it, the stage is 
designed to be a majestic natural habitat. We also 
hoped to create a dramatic contrast to what players 
previously experienced in the Cap Kingdom. Moving 
from a closed-off monochrome space to this vivid 
natural expanse gives the uplifting feeling of embark- 
ing on a great adventure. Plus, the stark juxtaposi- 
tion of realistic and cartoonish imagery speaks to the 
wide variety and scale of what's to come. 

The dinosaur bones and fossils strewn about lay the 
groundwork for the T-Rex’s appearance and instill a 
sense of long-ago adventure and romance. 


Art Director Rikuto Yoshida 


ERD ARTA oes a" -_ —_ He 


Tyilloone road « > Ditw in between 


“Embedded in the ground. 


Covered in knee-high 
grass and p 


ants, 
deteriorated over time. 


v 
( BA Don trelyon the 


4 


{ Lot, plain wones; 
a rate he nd 
J end, 
it \ rthereart hand rocks 
Make sure,it doesn 


look’gooty) 


Rainbows 


Naturally pccurving 
henomenor 
Dourle rainvow 


Secondary vainoow 


olor order inverted) 


4) Main rainlow 
——" Fe 


Mi c% 
\ : 


Landmare 
waterfall 


+ the power of, 
ie falls on display: 


, 
* 


Calm grasslands 
around the start 


rea. The land gets 
falda the Garin r- 
you progress 


(more water and rock). 


We utilized organic detailing in the rocks to make a 
believable world that fit the realistic theme. We paid 
close attention to scale, so as to maintain this sense 
of realism. Given the number of noteworthy ele- 
ments in this stage, we explored their designs in 
order of priority: Mother Nature and waterfalls, giant 
masses of rock, dinosaurs, and finally, how all of 
them relate to one another. The waterfall surges 
from the force of its flowing waters, making the 
central landmark impressive. 

Triceratops bones were placed at the top, and we 
thought it would be interesting to make the water 
gush through the spaces between the ribs. The 
double rainbow accenting the falls adds a much- 
needed splash of vibrant color to the limited tones 
of the rockface. 

Field/Concept Artist Asami Inoue 
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STORY 


Of Fossils and 
Natural Treasures 


Mario and Cappy come in search of a vessel 
to begin their journey. What they discover 
is the land of waterfalls and natural 
treasures. Here they begin their hunt for an 
ancient ship and the Power Moons needed 
to get it up and running, but they run into 
some unexpected obstacles! 


os . m ~ + aie — ay 
Fossils can be seen all over the kingdom. They, 
along with the slumbering dinosaur, make it look 
like Mario's slipped back in time. 


. ee ete 
Upon closer inspection, fossils of Goomba, Bullet 
Bill, and Spiny sprites are revealed to be embed- 
ded in the rock wall. 
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2D Area 


An area where Mario flattens out 
to travel along a 2D surface. 
These areas can be found in walls, 
ceilings, and more. They are not 
exclusive to Fossil Falls, but this is 
the first place they appear. 


2D Avea 


Pixelated 
Landscape 


Topography in region around the 
2D area has turned into 3D pixels 
CV AA 
Digitized, highly chromatic 
- Glows 


Pixel frame of 
Flattened landscape 


Entry pipe is also pixelated. 
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Pipe Rough Sketch 


7 | Area alternates between 


-_ , ; Jiyel — ah PAC 
Biblated odin Fixe ated state ——) natural topography. 
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Like applying a mesoue effect 
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aan - 
Step here to open door. 
Scan lines track 
up and down per. 
— pipe 


Frame integrated 
into the natural 
landscape. 


Entering turns 
Mario 2D. 


Preliminary Design Screen Presentation Proposal 
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& TIPS 

Flat Frolic 

through a Two- 
Dimensional World 


Destroying the fossil-laden Ancient Wall 
reveals a strange sight: a landscape of 
moving sprites. Entering the blocky pipe 
jutting from the wall turns Mario 8-bit. 
From there, he can side-scroll his way 
across the flat wall. 


Blocky pipes are entrances to the 2D areas. 
Once a 2D area is entered, the background 
music becomes an 8-bit-style iteration. 


me. 
Regional coins and Power Moons undergo the 
same flat treatment as Mario and his foes. 


Some enemies-like Bullet Bills and Fuzzies—can 
pop out of 2D areas like these. 


& TIPS 
Giving Mario's Duds 
the Press Treatment 


When Mario wears both the hat and the 
suit of an outfit set, his sprite will wear the 
same outfit. Any other combinations will 
turn into his signature overalls in 2D areas. 
The intricate detail is fun to compare 
between his 8-bit and original 3D looks. 


8-bit Mario in Resort Wear. Even the lei around 
his neck is faithfully reproduced. 
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These reveal items when 
destroyed. Rocks with better 
items in them require more 
kicks to break. 


Purple coins used only in their own 
kingdom. The number of coins differs 
in each kingdom. In Fossil Falls, the 
purple coins are stone disks. 


: Degraded object 
tone currency + patterns on stone =e wil 7 
‘a 4 
 » we 
4 Jaw fossil 


Fossil patterns 
¢ ¥ Stone currency i * } iy 
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Hitting these with your cap causes a foothold to appear, 
which disappears after a set period of time. 


+ 
LY ai \ Hat-shaped cloud. 
. - 
p= 


A pedestal where Power Moons appear. 
Some moons appear when the right 
condition is fulfilled, and some are just 
there from the start. 
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Dy. 


+ we pedestal 


Machine-like? 
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A ti ike Power Noon. os 
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& TIPS 


ro ) 
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Some warp holes have set destinations, 
but others change depending on the pro- 
gression of your journey. From the Lake 
Kingdom, for example, you can warp to 
either the Sand or the Luncheon Kingdom. 


Stepping into one of these will 
warp Mario to the location 
painted within. Ten kingdoms 
contain warp holes. 


Entering the painting sends Mario through a mys- 
terious space to another kingdom. Once entered, 
these passages remain open for easy access. 


SN 6 Tips 


These rocks release items after a few 


‘ =U ba / well-placed hits. Rocks containing Power 
Y ear: | le Moons are more resilient than most, but 
ar yD ik hitting them with another rock cracks 

~~ Ney / J them immediately. 


Rocks that shimmer when attacked hide Power 
Moons within. Be on the lookout for them! 


< : <<a gE When knocking two rocks together, don't just 
= or : - kick them; it’s easier to grab one and charge 


headfirst into the other. 
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iM 
Different compe 


ce creatures + The 


Burrbo 


Creatures that pop out of the ground 
and bounce slowly but steadily 
toward our heroes. They come ina 


K 
Twoongs of go consider . edocs aes see 


Chain Chomp 


Once they spot Mario, these fear- 
some foes snap at him. They come 
in two sizes: Chain Chomps and Big 
Chain Chomps. 


& TIPS 


Slingshot 
Chain Chomp 


Chain Chomps charge ferociously at Mario. 


i Refer to Goomeas The tables turn, however, when Mario 
rainbow assortment of colors. Gi +hem some color. we ae pues = captures one, gaining access to a charge 
e (qive tage attack of his own. Pull back and release to 

ana 


send it flying with the recoil, destroying 
rock walls or rebounding off others of its 
kind in a chain reaction (pun intended). 


mii his 
I want to bend the legs like this, 
so make them long enough to do that: 


Front and Side View 


Design 


Thorny 


+ Sea urchin wae 
+ Heatgehog, Ny = XeCp) 


Ato MI) 
Gee fiens (sma 


* Please make several color 
types that can be placed in 
a yatiety of worlds 
* Basic foes, appear 
in large groups 


life form 
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L 
ala Pop! 
F — 
Shows up in a burred Paps ie 
chestnut shape. Ae gpen / = RE 
appear: Hit a Chain Chomp into the hollow in the ctiff 
face for a nice surprise! 
ee ae @ TRIVIA 


DESIGNER'S NOTE 
Goombas may be the quintessential “basic 
enemy’ of the Mario franchise, but we needed 


a new enemy that went even a step below 
them. We wanted players to defeat them with 


* acap, so we gave them spikes to prevent Mario 


from jumping on them. They were designed 
like the burrs of unpeeled chestnuts, hence the 
name “Burrbo.” Like Goombas and Koopa 
Troopas, the Burrbos dwell in the Mushroom 
Kingdom and the area around Bowser’s Castle. 
Even so, they were designed to be creatures 
who could proliferate far across a variety of 
kingdoms. 

They often appear in large groups, so we 
gave them several types of coloring and 
composed them so their numbers would be 
easy to establish. | believe we've made them 
quite cute—their colorful spiky bodies 
bunched up together resemble the Japanese 
sugar candy konpeito. 


Characte 
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Critters Cover 
the Kingdoms 


In some kingdoms, there are small animals 
as well as the usual enemies and small 
birds. These creatures are harmless, fleeing 
when Mario gets close. Still, if he manages 
to step on one or chase it a certain 
distance, he'll earn a single coin for his 
troubles. Waste not, want not, right? 


Four types of animals inhabit the 
kingdoms. All are small and quick, so 
approach carefully when you see one. 
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The boss on the plateau of Fossil Falls. She 
attacks by issuing commands to her pet, 
Chain Chompikins. 


Ug ew 


¥ Primarily shot from low angle. 


senioneenicster 


The golden Chain Chomp that 
accompanies Madame Broode. 
Like the rest of its kind, it charges 
headlong at Mario. 


Might ve too gaudy 
v 


Cre ) 


Cutscene starts when Chain Chomp hits. 


Head thrown back. 
Diagonal camera angle. 


7 es fi Zs TN 
- (rs. 
Body reels forward. 


Se 
lin 
" “y 
La + Camera cut. 


« Chain Chomp cracks. 


- Chain Chomp crumbles. 
- Camera shakes. 


¥ 
- Wobbles on mw circular path. 


- Camera also pulls 
back slightly. 


MR re wet oe 


| DESIGNER'S NOTE 


Madame Broode is the first large boss encountered 
in the game. We wanted her to be an eye-popping 
character who exudes danger from a distance. Since 
she’s the boss of the Broodals, we made sure to 
incorporate that status into her look. Her ruby-red 
dress represents the risk she poses. We gave her a 
detestable and lurid expression, making the face full 
of Chain Chomp she takes when beaten all the 
sweeter. Still, anyone can see she’s no joke. We 


EE ne OS A ACR rp ee 


gs pS \ 
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«Suddenly falls over vackward. 
« Camera zooms back. 
« Camera shakes. 


Pet, COs. 


amera Shakes. 


Disappears. 
Multi Moon appears. 


“- « Like other bosses, flies 
i to the center. 


wanted to give her a presence on par with Bowser 
himself, so we gave her an imposing form to 
match his. 

This game starts on a more serious tone, so we 
wanted to introduce a character you couldn't help 
but laugh at. The designer in charge created her with 
relish, and thanks to that, we achieved the feeling 
we were going for. 

Character Art Lead Sho Murata 


“Fey hit the pe ound (with velly shake). 
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STORY 


Mad-Cap Madame 
of Fossil Falls 


Animposing bunny waits at the top of the 
falls. She's the proprietor of Rabbit Ridge, 
residing in a stone monument shaped like 
the carrots she loves. Her connection to 
the Broodals is unclear, but she seems to 
be the head honcho. 


Madame Broode makes a bold appearance. Her 
opulent look is dreadful to behold. 


Knock the hat off of Chain Chompikins to 
Capture it and turn the tables! 


& TIPS 


Madame Broode's 
Loyal Pooch 


She keeps a golden Chain Chomp as a pet. 
The fashionable hats with which the beast 
is bedecked show how she dotes on it. But 
without those hats, a Capture-fueled 
counterattack is possible. Talk about biting 
the hand that feeds you! 


Chain Chompikins and Madame Broode, adorned 
in matching hats. Note the large ribbon. 


It wears a silk hat during the rematch at 
Honeylune Ridge. Its bite is even more ferocious 
than before. 


CASCADE oa7 
chapter.2 KINGDOM . 


= 
Getti ng a Power Moon This storyboard shows the pose Mario strikes with Cappy 


whenever they obtain a story-related Power Moon. 


Storyboards 


Story Power Moon — Grab Cutscene Plan \, 


<Get Moon? Sond? 
Touch w story-related Power Moon. Touch SFX 
Instantly releases Capture if Prrring! 


in a Captured enemy/ object. 


1 


SS EEE 
<Cutscene? ZGrand> 
Cutscene starts Jingle starts 
Camera 200m-in 
Mario braces himself... 
fower Moon vegins to spin around him. 


<Cutscene? 


Camera stays in place. 
Mario spins once. 
fower Moon spins in opposite direction. 


Cappy appears. 


<Cutscene? 
Mario prepares to jump. 
fower Moon goes vehind him. 
Cappy moves to Mario's side. 


<Cutscene + VIP 
Mario, Cappy, and the 
fower Moon start to jump up. 
At the same time, UI starts to expand 
from the center of the screen (2D wipe). 
———E—— 
Ul image changes \ 


into 3D object 
as it moves. 
<Cutscene + UI? | <Sound> \ 
Mario, Cappy, and the fower i Jingle sound | want to make 
\ Mario's right 


Moon pop out from the middle “Ta-daaahl? 


with the force of a jump (set pose). Effect? hand do rock- 


paper-Scissors 


“YOU GOT A MOON!” pops up. Confetti, sparkling font at random. 
Name of the fower Moon shows velow. 

<Cutseene + UI? <Sound> 

Hold pose, 2D wipe irises lris-out sound 

out from edges to center. “Beeee-yoop!” 


This can be a solid wipe, but maybe we 
should try a logo faintly overlaid. 


\ 
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Story Power Moon — fastgrab Cutscene Plan */2 


<Cutscene + UI? 
Wipe continues to iris out; 
returning to the stage. 


ca 


Mario and Cappy hand in 
midair, in the same pose. 


<Cutscene? <On a Moon Pedestal? 
Mario and Cappy land. When Mario lands, the pedestal 
switch is pressed. The pedestal 
glows, and a moon mark floats up! 


\ 
| 
“] <Cutscene? pas animation ends: 
y Camera pans, introducing <Sound> 

the next story mission. Story mission intro BGM 
Mario and Cappy face the 

direction of the next objective. 


<Cutscene + UI? <Sound? 


Story mission intro ends, camera 
returns to the mission starting point. Health restore SE 


Mario restored to full health. 


<Cutscene? 
Mario stands in place. 
Cappy flies over Mario's head 
and transforms into his cap. 


ood 
<Cutscene? ‘ 
Cap plops on Mario's head. END 


<Game Scene? 
a S. ————— Control returns to player (in-game 


{Next story mission name] camera). Next story mission name shown. 8 


<Game Scene? <Sound? 
Player controls Mario. World BGM starts 
Save icon appears ; 
onscreen. 


ae oS 
| 


@oese Dacca dD <Game Scene? 

¢ : Player controls Mario. 
ee “Save complete” shown. | 
Ze Mf health is full, health Ul J 
disappears. 


eu a 
Save complete-t-7't3.17. 


Preliminary Design 
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hest Tower 


The Inactive 
Odyssey 
An old Bonneter house buried in Mar 


the cliff face. The energy of the ra 
Power Moons restores it toa ship. a 


Rough Sketch 
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Activating the Odyssey Setting 


Restored a — 
Dhvmqua if vid polowy 
(Porhaps Cagpy's device? 


“Odyssey, Full Speed Ahead!” 


Mario and Cappy obtain Power Moons in the Cascade Kingdom. Adding 
the moons to the ruined Bonneter home brings it back to life as their new 
ship. This red-and-white hat-shaped vessel transforms into the craft that 
carries the pair on their journey. Its name. . . the Odyssey! 
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Headlight Design 


<——® The Odyssey 


A hat-shaped ship that flies through the skies. 
It uses the energy of Power ‘Moons to function. 


Back Design 


Multiple Views 


Exterior Design 


STORY 


The Ancient 
Ship Stranded 
in Fossil Falls 


Bonneton buildings have been abandoned 
and left to fall apart all over the Cascade 
Kingdom. These have led some to believe 
that Bonneters once lived here. The energy 
of Power Moons is needed to revive a 
Bonneter home as a ship. 


The many years have taken their toll, leaving the 
vessel covered in rust and decay. According to 
Cappy, this is an ancient type of vessel. 


Ruins of Bonneton architecture remain in different 
parts of Fossil Falls. 


& NOTES 


Powered by 
Power Moons 


Our heroes revive the Bonneton structure 
as their new ship, thanks to the Power 
Moon energy, They christen it the Odyssey, 
the new base for their adventure. Each new 
stop on their voyage requires the discovery 
and application of further Power Moons, 
the source of untold energy. 


A two-tone red-and-white body. These colors 
are meant to reflect those of Mario and Cappy. 


The Oayssey's off on its maiden voyage! Cappy 
gifts Mario with a Captain's Hat to mark the 
occasion. 
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The Odyssey 


Designs 


Rough sketches made up through 
the final design of the Odyssey. The 
sail took on a crescent-moon shape 
from the early stages. 


wD 


The Odyssey (with m sail, {' 
like m yacht) 


umula) 


Rough Sketches Rough Sketch 
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Preliminary Design Rough Sketches 


Rough Sketches 


| 
| 
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DESIGNER'S NOTE 


The Odyssey plays an essential role in the game, 
functioning as both transport and home base, so we 
wanted a design that symbolized its function as a 
whole. From the silk-hat fuselage to the sail waxing 
from crescent- to full-moon shape, several details 
were added to depict the vessel as a crucial part of 
the journey. They focused mainly on imagery of hats 
and Power Moons. Mario's red and Cappy’s white 
make up the primary colors for the design. 


_— A ve ~ ened 
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Preliminary Design 


Taking a cue from travel suitcases, you can slap 
stickers from each kingdom visited on the outside, 
altering the ship’s appearance as the game pro- 
gresses. You can even decorate the interior with 
souvenirs bought along the way. We bought a real 
suitcase, painted it red and white, and covered it in 
handmade stickers. Using it as our inspiration, we 
drafted the sketch above. 

Art Director Rikuto Yoshida 
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& TIPS 


An Indispensable 
Gizmo for Aspiring 
Globetrotters 


Tossing your cap onto the globe beside 
the Odyssey’'s doorway lets you choose 
your next destination. You must also throw 
your cap onto it to deposit any new Power 
Moons you've collected, which makes the 
globe vital to increasing the scope of your 
travels. As an extra bonus, stomping on 
the globe will play music box renditions of 
the Fossil Falls theme or “Jump Up, Super 
Star!” The latter won't play until you've 
visited New Donk City. 


Throw Mario's cap onto the globe to deposit 
Power Moons, and then take off. 


The seventeen lamps on the pedestal light 
up as you collect all the Power Moons from 
each kingdom. 


& NOTES 


Excitement about 
the Unknown 


When heading to new kingdoms, Mario 
and Cappy can be seen gazing anxiously 
out of the Odyssey’s window. Their 
expressions change when they travel back 
to places they've been before. 


Returning to a familiar kingdom will prompt a 
calmer reaction-like Cappy taking a nap on 
Mario’s head. 
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Odyssey: 


ee 
Required Elements Check 


# Necessary elements and composition will ve like this. 


x Designs drawn here are placeholders. 
$ We will use this as a starting point to consider the main design. 


- Slightly taller silhouette 
- Slightly more mature appearance 
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Rough Sketches 
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The inside of the Odyssey, 
entered through the door on 
the front. There’s no knob on 
the door; it requires a whack 
from Mario's hat to open. 


DESIGNER'S NOTE 


The interior of the Odyssey boasts a design 
befitting the esteemed vessel. The furnishing 
reflects its Cap Kingdom origins, with designs 
influenced by Bonneter traditions and elegance. 
The exterior has a rough touch to it, so we 
wanted to create a visual contrast with the style 
of the interior. This is also a place to put the 
+ souvenirs you buy in each kingdom, so we erred 
» on the side of minimalism, letting you enjoy 
| watching the inside come to life through each 
addition. 


) 
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Rest Your Weary 
Aaventu DONneS 


The Oayssey’s interior has a relaxed atmo- 
sphere and is decked out with armchairs 
and a bed. Going inside restores Mario’s 
health and gives him a place to relax. The 
souvenirs purchased on the journey are 
lined up in the background. Not only are 
they nice to look at, you can throw Mario's 
cap at them to see different reactions. 


J fe . = A 

Taking a toad off on the couch. Buy souvenirs 
in each kingdom to add some flair to the 
background. 


—— ~" 4 H 
Ground Pound the lid on the roof to enter the 
Odyssey from the pipe in the back. 


& TIPS 
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You can change Mario's outfits in the closet 
in the Odyssey, or you can choose an out- 
fit at random. Cap and clothes are chosen 
individually, which is sure to lead to some 
eccentric combinations. Give it a shot 
when you want to shake things up a bit! 


You never know what Mario will walk away 
wearing until the closet door closes! 


You can also change clothes from the closet at 
any Crazy Cap store. 


CASCADE 0939 
chapter.2 KINGDOM 


NU a// 


Rea 


Sand 
Kin 


Saas nonin echt Sra ae aceon atin taeda bic i cna a 


| DESIGNER'S NOTE 


The Sand Kingdom is the first stop for 
Mario and Cappy after they obtain the 
Odyssey. We built a vast playground the 


| likes of which had never been seen in a 


| 


4 


Mario game. It makes players both nervous 
about the perplexing journey ahead and 
excited by the unimaginable things to 
come. Destinations and routes are clearly 
mapped out, and we took pains to guide 
players naturally through the vast territory 
before them. 


Furthermore, we placed many unique 
objects throughout the kingdom that 
engage the player's sense of curiosity. In 
doing so, we encouraged them to follow 
this desire to explore throughout the rest 
of the game. One goal was to let players 
capture Bullet Bills-enemies combining 
flight and combat abilities—to expose 
them to the breadth of potential game- 
play options. 


Population: Middling Currency: Pyramid shaped 


Tourism, 


Size: Expansive Industry: 5 
precious stones 


Tostarenans, . nm 
Locals: Moe-Eyes Temperature: Average 104°F 


A red-hot desert of rusty sand. This kingdom is heavily 
invested in tourism, and the lively Tostarenans greet 
travelers with open arms. The ruins that dot the 
desolate expanse have become popular sightseeing 
attractions. 


Power Mt Regional Coins 
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Of all the kingdoms, Tostarena was the 
first area the development team created. 
These illustrations were created once 
the stage started coming together. Many 
different elements appear atop the 
scorching sands. 


o) STORY 
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The first land Mario visits in the Odyssey is 
normally bathed in blazing heat .. . but for 
some reason, he and Cappy find them- 
selves facing intense cold instead. 
Accompanying this peculiar weather is a 
bizarre addition to the desert: massive 
pillars of ice as far as the eye can see, jut- 
ting up from the ground. According to the 
local Tostarenans, the ice appeared without 
warning, and the low temperature has been 
a problem for them. Things apparently took 
a turn for the worse after Bowser arrived 
with his bride-to-be. The heroes rush off 
to the ruins in hot pursuit. 


Icicles shoot out of the desert sand, lowering 
the temperature. The chill even causes Mario 
to shiver. 


Bowser's footprints can be found traversing the 
kingdom. Follow them to see what he’s after! 
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The oasis has frozen over, catching an unfortu- 
nate Lakitu off guard in the middle of fishing. 


a 1. 


A taxi is frozen in place, and the New Donker 
cabbie is distressed at his inability to pick 
up customers. 


More ice pillars can be seen around the Inverted 
Pyramid. Not even the ruins themselves can 
escape the encroaching frost. 
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Preliminary Design Preliminary Design 


Preliminary Design 


DESIGNER'S NOTE 


The Sand Kingdom of Tostarena is a land 
where ruins as well as a city pepper the vast 
desert. Many Mario games have had desert 
levels in the past, but we really wanted to make 
this stage feel foreign. Mexican imagery was 
heavily referenced for this area. The desert’s 
red glow during twilight was a particularly 
memorable piece of inspiration. This beauti- 

_ fully contrasts with the transparent ice sticking 
out of the ground. When all this is coupled 
with the distinctive characters populating the 
area, | think we succeeded in crafting a desert 
stage that stands apart from those in previous 

| Mario entries. 

This is the first kingdom that implemented 
the unique design choices of this game. From 
the topography to the characters, the world 

_ was Crafted with a variety of different design 
elements. | find myself attached to the results. 

Art Director Rikuto Yoshida 


Preliminary Design 
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The center of Tostarenan tourism. Buildings line the sandy 
streets, and shopping areas are bustling with business. 
Shape ——S 
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& NOTES 
A Sightseeing Spot 
Exploding with Color 


This Sand Kingdom town is the central 
hub of sightseeing and commerce in 
Tostarena. The cityscape is awash in vivid 
colors, and the bright and cheerful 
Tostarenans are happy to welcome Mario 
into their shops. There are power lines in 
the city, and notable parts of the ruins are 


ParrerMs voy accessible from there. 
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illustrations ‘appear, as 30, holograms. ts A series of colorful buildings. Like water in the 
bee ra reacts. f n something passes desert, the fountain installed in the city center is 
aove ‘lost a symbol of comfort to the residents. 
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The city stays busy with shops like Crazy Cap 
and the Slots game. 


yNning Slots from 
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Line up the images on the slot machines 
with good timing to get the item shown! 
It's ten coins a go, and you can play as 
much as you want. This Tostarenan pas- 
time also has branches in New Donk City 
and Mount Volbono, each with a differing 
number of panels in their games. 


Slot panels spin in the following order: Heart, 
— - — , - ————— ” ae Power Moon, Coin, and Life-Up Heart. 


JESIGNER'S NOTE : 


fin elt retin ttre henner nana, 


Tostarena is a lovely town lined with colorful build- coarse, hand-decorated finish to show the affection 


ings. This was based on the image of a small Mexican 
town. The buildings may be few in number, but the 
layout stays true to what inspired it. Buildings were 
given varying colors and heights, and we ensured no 
dwellings of the same hue ever visually overlapped, 
regardless of the camera angle. The wall decorations 
were designed as if they were painted by the 
Tostarenans themselves. We gave the buildings a 
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the locals have for them. 

The spinning Slots seem to have been built atop 
the local ruins, but the walls are painted in novel col- 
ors; even the Knucklotec motif in the back is painted 
blue, with silly scrawls added to his face. Painting 
over ruins is certainly something the jovial 
Tostarenans would do! 


Field/Concept Artist Asami Inoue 
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A Slots branch can be spotted in the urban 
sprawl of New Donk City. A few Tostarenans 
have even made the trek there! 
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These stone buildings are scattered around the vast desert. 
There are several notable ruins, including the Inverted Pyramid. 


& TIPS 
A Quartet of 
Brest op Hee aurehead (ine Cultural Heritage 


=e Of the ruins across the wide, wide desert, 
four spots are the most popular tourist 
attractions: the Inverted Pyramid, the 
Moe-Eye Habitat, the Jaxi Ruins, and last 
but not least, the Tostarena Ruins. Each 
spot has its own peculiar architecture, so 
be sure to check the map before you head 
toward one. 


>—/ 
~ 
ww 


The Jaxi Ruins are filled with a deadly poison goo 
that only the Jaxis themselves can traverse. 


Moe-Eyes wander around the Moe-Eye Habitat. 
Only these creatures can see the footpaths 
scattered around the area. 


& TIPS 
Intruders Beware: 
Traps Abound! 


The inverted triangle gate is a landmark of 
the Tostarena Ruins. This is the easiest 
sightseeing spot to get to, but there are 
numerous structures and obstacles that 
are less than inviting to tourists. Bill 
Blasters are installed at every turn, and the 
ground has turned to quicksand. We 
recommend approaching with caution. 


Built for those making a pilgrimage to the 
Inverted Pyramid, the entrance gate shares the 
same triangular shape. 


a lee | 
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ace Bill Blasters can be found all over the ruins, send- 
ing Bullet Bills flying at unsuspecting intruders. 
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DESIGNER'S NOTE | 


A massive structure, the Inverted Pyramid con- 
tinues underground to the place where 
Knucklotec protects the Binding Band. The 
upturned triangular shape evokes the image of 
the Binding Band's diamond. With the help of 
the art director, we planned out the stone 
arrangement down to the smallest detail to 
ensure a clean silhouette. It's drawn with a sin- 
gle color, with extra focus given to the flow and 
texture of the stonework. Rough protrusions 
counterpoint smooth surfaces. Large stones 
vary the overall outline, offering a visual sense 
of weight and stability while softening the hard- 
ness of the silhouette. The central stairway 
masonry references Mesoamerican pyramids 
and serves to break up the horizontal lines. All 
sorts of stonework are included in the design: 
long pieces of stone are set in lines, while rough 
stones are inserted to flatten the surface. 

The statues sitting atop the Inverted Pyramid 
bear a striking resemblance to the Jaxis. 
What's more, there are five statues standing 
where six should be. | wonder... 


Field/Concept Artist Asami Inoue 
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STORY 


Eliaht of the 
Flight of the 
Inverted Pyramid 


Suddenly, the Inverted Pyramid floats into 
the sky. Could this be Bowser’s doing?! 
Cold air bursts forth from the hole left 
behind, plunging Tostarena into a bitter 
chill. And yet, the Tostarenans are chiller 
still, looking at the floating pyramid as 
another way to pull in tourists. 


There are 2D areas both inside and outside, 
including strange places where the gravity is as 
inverted as the pyramid itself. 


The floating Inverted Pyramid. Truly a fantastic 
sight against the night sky. 


& NOTES 
A Resting Place for 


the Binding Band 


Tostarena’s national treasure, the Binding 
Band, is Kept in the inner recesses of the 
underground temple. Property of the local 
deity, it is preserved and displayed upside 
down. This is a symbol of faith: those 
bound by the ring will never part, even if 
the world were to turn topsy-turvy. 


4 
: 


Bowser makes off with the band during the 
game's events; after the final battle it is 
returned to the altar, where it garners 
plenty of attention from 

tourists. 
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x De ; ; @ Doesn't move at first 
= Va) A spiky plant that grows in Gi canitelenocks) 
Throwing Cappy at it triggers this <= <= the desert. Cacti come in a a 
device, sending Mario flying off in i two varieties: long and © After releasing the Capture, it shudders g . 


the specified direction. thin, or short and stout. 


Touching one of these large notes causes a string 
of small notes to appear for a limited time. 


rr! Throw Cappy at this to make the flower bloom. 
Jumping on the bloom vaults Mario into the air. 


Strike this with Cappy to send him fly- 
ing in the direction the launcher points. 
(hovden 


te Aw 


Bold lack Slow tude bhrmwgh 


Seow tvlore 


Music notes 
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Bottom shaft ! 
is smaller than I 
top shaft. 
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vottom 
Two grades of 


color \ os 


j - Purple coins used only in their respective king- — 
NU yy 


. doms. In Tostarena, they are pyramid-shaped. 
S. 
Roundness in er 


opposite nd 
directions 


y \ 


Same as view 
from above 


2 


...1 think that would work. 


ly Returns to 


neutral pose 


Cacti of all sizes grow in the desert. Some 
of the tall cacti have round protrusions on 
top. These can be Captured, although all 
you can do is move them slightly. 


The round cacti can't be Captured, but breaking 
them in sequence spawns a bunch of coins. 


Mario takes damage if he touches a cactus, and 
thorns will stay stuck in his nose for a little while. 


@ TRIVIA 
Detective Mario's 
Buried Treasures 


Standing in certain spots will cause Mario to 
gaze cautiously at his feet. This is a sign that 
there's something suspicious in the sand. Do 
a Ground Pound to unearth the mystery! 


Mario looks at the ground, using his feet to 
gauge the earth beneath him. Your Joy-Cons 
should vibrate, too! 
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A polished stone ayn, (rhe current ¥ nae) 


‘ elemen 
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: Jovistics. 
Tosta renans The residents of Tostarena. These cheerful nique charac 


people always have maracas in hand. 


Moe-Eyes 


Peculiar residents of the local 
ruins. Capture one to peer 
through its sunglasses, which 
reveal invisible footpaths. 


Glasses off 


I 


\ want it to look like it’s 
come on vacation. 


& TIPS 


Mysterious and 
Meek Moe-Eyes 


These stone-like people have inhabited 
the ruins since ancient times. They are 
timid by nature and will flee if they see 
Mario. Moe-Eyes are no threat, so treat 
them with care, all rignt? Capturing one 
| allows you to see the invisible footpaths 
in the area. 


b 


Design 
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Cat-faced SPRME 


idea evial ' 


Sitting pose Sone, 
aes mat 


Rough Sketches 


Rides w camel. Looks 
like a caravan member 


Wearing the glasses of a Captured Moe-Eye 


u're going to the pyramid? i 
You're going to the pyramict prompts Mario to hum a merry tune. 


(wouldn't recommend i. 


Sand Kingdom NPCs ' AY Would benign doa here! 
| , ve easier to understand? ; 
(Only added for test purposes), & TIPS 
Design Answering Riddles 

on the Road 


[DESIGNERSNOTE 


The character designs in this game needed nature that couldn't be mistaken for that 


i 


«2-3 heads tall like Mario. 
«Faces hidden by turbans or shawls. 
“Not much difference between men and women. 


TY Oy 
We can try Tutankhamun 
like parts on the eyes 


sa 


| 


to be different between each kingdom. This 
concept art for the Tostarenans was drawn 
as a guide during a time when we lacked 
such model variety. We wanted them to 
look charming and friendly while evoking 
a distinctiveness in their appearance. These 
were the first local residents of any king- 
dom to have their designs finalized, so it 
took some extra work. But thanks to the 
efforts and collective ideas of the character 
designers, we ended up with particularly 
appealing characters. 


Art Director Rikuto Yoshida 


The Sand Kingdom is based on Mexican 
imagery, so the residents are also designed 
with these elements. Given their skull faces, 
we went all in to give them a cheerful 


of an enemy. Their bobble-head-like 
movement and tendancy to dance evoke 
the same pleasant atmosphere a room full 
of toys would provide. They appear in all 
sorts of colors, but with enough in common 
to make them seem like a single clan. 

The lead designer had the idea to 
change the patterns of their eyes 
depending on their emotions. Still, almost 
all of them maintain the floral pattern, 
which speaks to their predominantly 
cheerful attitudes. They have limited 
space on their faces to draw these 
patterns, which made things difficult for 
us, but in the end we created characters 
the likes of which haven't appeared ina 
Mario game before. 


Character Art Lead Sho Murata 
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Sphynx 


A stone statue that gives 
quizzes in every kingdom. 
Answering its questions cor- 
rectly grants access to a 
room with a Power Moon. 


Talking to the Sphynx triggers a quiz. 
Answering its questions correctly reveals 
a room that contains treasure. Taking the 
quiz in every kingdom will let you answer 
its final question in Culmina Crater. 


bo | LALT! Die wer is Incanipathte 


lh eel lierderstand it 


Its speech is usually dignified, but providing the 
wrong answer makes it slip into a ruder tone. 


Design a ee ee 
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The eyes don't blink and the mouth 
doesnt move, making it seem more 
like rock. Made of polished stone. 


The tail remams 
stuck in This pose. 


Jaguar spot pattern 
looks etched on. 


|. 
wer 


A ecentsomn 


iz 
Jaxi 
<5 . . A stone statue that dashes with 


reckless speed when Mario 
hops on its back. Pay thirty 
coins once, and you can ride 
these as much as you like. 


Decoration with embossed 
rhomboid shapes. 


Design 


Body faces to the side, and 

only the neck turns toward you. 
a Make sure its beard, head feathers, 
a. and necklace all have the thickness my \R 
ALT. of stone (not Flimsy looking). : 


= 
{ t come again) 


for more coins!/ 
Z fy 


Front and Side View Rough Sketches 


Design 


Jaxi Stand 


A spot you can call a Jaxi from. 
There are several of these 
stands throughout Tostarena. 


Oh, 
getting on? 
ComMs, 
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& TIPS 


A Quick Trip, 
a Jaxi Jaunt 


The Jaxis run at full throttle when ridden, 
making them the best way to cross the 
burning desert. The enemies that only 
appear at night can’t stand up to their 
fierce charge, and poison puddles are no 
match for their speed. There are even 
ruins you can only reach on Jaxi-back. 


Jaxis are made of sturdy stuff. Obstacles are no 
problem, as this reliable steed charges through 
everything with ease. 


} a 


They say the Jaxi has some “friends” near the 
Desert Oasis. He speaks of how things used to 
be in Tostarena. 


& TIPS 


Lure of 
the Lakitu 


The Lakitu Mario first encounters at the 
Desert Oasis is passionate about fishing, 
braving extreme cold and poison swamps 
in the pursuit of his pastime. Capturing him 
lets Mario live the Lakitu dream and fish in 
his stead. Aiming for a sizable silhouette in 
the water can net you a Power Moon. 


Cast the lure toward silhouettes in the water to 
catch a Cheep Cheep. Accuracy is key! 


Cheep Cheeps aren't the only thing you can 
reel in—certain kingdoms have rare creatures 
to tackle. 


Glydon 


This creature travels the 
world in search of tall 
places to glide from. It’s 
easy to Capture. 


Please make it /# 
look more like 
a a lizard. 
a Hands 
ave 


reptilian. 


Wings attached 
at shoulders. 


Concentric 
circular 
pattern 

centered on 
shoulders. 


Wings connected like m cape 
when viewed from behind. 
Torso part swells out. 


Legs always bent 


Character Turnaround 


Koopa 
(Trace-Walking) 


Try walking along the route designated by this Koopa 
Troopa. Accurate pathfinders will get a reward. 


Chinchos 


These creatures burst forth 
from the sand at night to chase 
Mario. Any glowing Chinchos 
hold a Power Moon. 


Removes its 


\ Shere / 


few hits. 


Walle gl 
the the white le 


S 
S Chalk field marker 


Design 


Broodals 
Hariet 


The sole female member 
of the Broodals. Her habit 
of hurling explosives with 
a shrill giggle reveals her 
mischievous nature. 


Rough Sketches 


Nac es, 


ag ee wa 


ae 


Character Turnaround 


DESIGNER'S NOTE 


sound lead asked for her giggle to seem a bit “off.” 
She's like the secret leader of the Broodals: one who 
never does the heavy lifting. Unlike the other mem- 


wears a toque hat that suits her dress, she switches 


Ne 
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Hariet is a dangerous foe that chucks bombs, so she to a type of helmet called a kettle hat before battle. 
was designed to be equal parts cute and crazy. The This was done to emphasize the gameplay; you can't 
knock off her hat without using her bombs. 

In order to maintain her cuteness, she’s the only 
Broodal without heavy rings around her eyes. She 
bers who strive to actually fight Mario, Hariet tries to has many dramatic qualities that made her a joy 
play with the plumber instead. While she normally to design. 


Character Art Lead Sho Murata 
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& TIPS 


Koopa Contests 
across the Kingdoms 


Koopas appear in every kingdom and 
challenge Mario to compete in mini- 
games. Follow the red Koopa’s path or 
run faster than the green Koopas to be- 
come the victor. Either game tests the 
mettle of Mario’s legs, so only those 
confident in their control need apply. 


The Koopa Trace-Walking minigame awaits in 
three other locations besides Tostarena. 


You can take on the Koopa Freerunning races 
even after you've beaten them. Vie for first 
against four other competitors. 


STORY 


Hariet’s Harrowing 
High Jinks 


After Bowser absconds with the Binding 
Band, Mario finds the Broodal Hariet wait- 
ing for him at the top of the Inverted 
Pyramid. She may look cute, but she tends 
to fly off the handle when enraged. Once 
she's been defeated, our heroes experi- 
ence the Tostarena nightlife as the pyra- 
mid floats up into the sky. A massive hole 
remains where it once stood. 


The aan Hariet tosses are handmade. She 
also made her hat herself. 


Her signature braid becomes pigtails in the 
rematch at Bowser’'s Castle. This doubles her 
explosive barrage. 


mayvoe they & TIPS 


hai ‘00? Avant-Garde 
Goomba Garments 


These minions attack Mario at every turn 

to impede his progress. They appear in a 

variety of kingdoms, and the hats they 

xi wear in each area demonstrate their in- 

Enem -like credible fashion sense. Sure, they all look 
= the same when their hats fall off, but still 

presen Arion. ... Atany rate, Capture them to use them 


Bad-gu face, as you see fit! 
. Gua, 2h ‘ 
might not be 
needed if 
she doesn't 


Feminine hip shape? attack. 
(ha va iP Shapes 


Goom bas Foes that chase Mario down when they spot him. Capturing 


one allows Mario to walk across ice without slipping. 


Metro Seaside 


5@ 


DESIGNER'S NOTE 
DESIGNER'S NOTE 


Seeing Goombas appear in each kingdom wearing The hardest part was designing each hat so no 

local hats gives the impression that Bowser’s minions single one was more distinct than the others. We 

are on the move. These hats come in many shapes, had plenty of trouble, but placing these garments 

so we fine-tuned them with respect to the Goomba_ — on the Goombas served to connect each kingdom Luncheon Boawrwer 

form to prevent any player confusion. We had to under the keyword hat. Goombas wear hats to match the kingdoms 
make sure none seemed hard to jump on or likely to ¢ c Art | 5 urate they're in. Still, they all act the same wherever 
cause damage. i they're found. 


Use Captured Goombas to get eye to eye with 
Goombette. Curry her favor to get a token of 
her affection. 


% 


Hat Designs 
Hat Designs 
Hat Designs a 
if 
» Ae 2) When riding another — All-purpose 
\ oe wy | C Jump on top ot Goowba, you can Cd tT rol badge 


in a combined state Qpivtred 
hat 


<2 1) Af sual 
4 ; another Goombe 
= > . 
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{ Fa k i @ 9 f Bj] 
- 
ox, )M 2 a Goombette 
ae | — eee ( 
“uw ) . “i % 3 This Goomba maiden flees when 
J.% & \ o- y ) Mario draws near. Approaching 
{ \ es) ty } es . € TS (3 her as a Captured Goomba is a 
. pong f = s < different story, however. 
rat 
7 > = ee. Captured Goomba Rough Sketches 
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Boss Beaten with 
Mavture Mechanic Ide. 


Battle Flow Proposal 


Knucklotec 


Mario fights this boss in the 
Underground Temple. Its head 
and hands operate separately, 
and the latter can be Captured 
to counterattack. 


We were conscious of the need to give this 
boss a local panache, since it's in the first king- 

- dom the Odyssey visits. This is an original 

- design incorporating aspects from civilizations 
seen in places like Mexico. We wanted players 
to feel like they’d stumbled into an unknown 
land upon meeting this character, so we tried 
straying slightly from typical Mario design phi- 

_ losophy. Attention to detail and textures helped 
breathe life into Knucklotec. 

Such lively characters were part of the fun of 
the original Super Mario, so in a sense this 
design could be considered a return to its 
roots. This was the first boss created for the 

~ game. Even now, certain aspects of his design 

seem slapdash to me, and | recall needing quite 

a bit of time to nail it down. He became the 

benchmark for subsequent boss designs, so I'm 
glad we found our answer in the end. 

Character Art Lead Sho Murata 


Rough Sketch 
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DESIGNER'S NOTE 


Compared to the previous kingdom, the 
gorgeous Lake Kingdom requires fewer 
Power Moons to progress. This gives players 
a feeling of accomplishment ina short time, 
important to setting the game's tempo. This 
area was actually considered for the Seaside 
Kingdom, but was cut out and reconstructed 
to make this kingdom. 


This is the player's first real chance to swim 
in the game. The three-dimensional, under- 
water gameplay is an engaging part of this 
kingdom, as is the Capture action that lets 
Mario swim freely as a Cheep Cheep. 

Director Kenta Motokura 


Population: Middling Currency: Scale shaped 


Size: 


Locals: 


Limited Industry: Clothing, design 


Lochladies Temperature: Average 79°F 


® Current Goal 


Shop 
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Concept Art 


These rough sketches were drawn up 
once this kingdom was conceptualized. 
Elements befitting a fashion-forward 
kingdom can be seen throughout. 


Dress drapes in rocky Shapes. 


Note: Make 


: ; drapes bigger. é iss is or re 

HPSS faba pis > 

tH ] rerio’ 4 / Flutters 

5 < one §\ Draping loosens as you 
\ f * rs 2 ew gi head downward. 
' e. e 
WA ‘f : 9 w es 
e 4 He A “es 
7 ih \ 47\\ Lots of td Becomes like lace at 


Rough Sketches Taglake leon? 


Preliminary Design 


TAMA} Triangut 


trom the fro 


Rough Sketches 


Addendum 
. Design like being 


r/ 

DESIGNER'S NOTE a 
| . Like a kingdom s 
The Lake Kingdom is the submerged sanctuary : 
of fashion. As the kingdom that produced 
Peach's wedding dress, Lake Lamode incor- 
* porates many motifs related to clothing. The 
curtain of light flowing across the lake floor 
resembles dress lace, and the land is dyed 
deeply in the colors of its calling. Even time 
seems to flow gently here, embracing the 
entire area in a graceful and relaxed 

atmosphere. 
Blue tones are abundant, but shimmering 
cloth accents prevent the place from looking 
dull. Rainbow-colored reflections gleam faintly 


_ — 
. Overall hues are ee | dA For 
an underwater feel, with 


like fish adding splashes of colon 
. 


off of the water's surface and glass domes, and oe 

colorful fish swim through the water. Gentle - 
pastel tones evetlan a a whimsical design not rere) rs 

seen in the previous kingdoms. ¢ a ~* 


Art Director Rikuto Yoshida 


We tried to incorporate as many details associ- 
ated with attire as possible into the landscape. 
Grasslands of shimmering silk thread, thickets 
that look like scrunchies .. . our ideas were 

' endless. The rock walls are made to resemble 
loosely layered drapery. We avoided excessive 
visual distortions, instead aiming for a natural 
look that could appear in reality. 

Light cuts through the water like a glistening 
veil. We focused on volume and stacked layers 
of lace to portray rays of light. I'm especially 
fond of the pillar designs, which match the 
dress details quite nicely. The crumbled ruins 
create a hint of sorrow, adding an accent to a 
mostly cheerful world. 


Field/Concept Artist Asami Inoue 


_ break parts here and there to 
, —~ ive it the feeling of ruins. 


The sand in other worlds is Finer. 
Make this sand + rough gravel. 
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Preliminary Design 


; 2 
Pillar Design 
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\ a! I, ) 
Ne 
[ee coal L 
al Lochlady Dress Design 
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Puzzle Parts 


Part of a theater in disrepair. The 
Capture technique can be used to 
move leftover sections around, 
restoring it to its former glory. 


H 4 Purple coins used only in their respective kingdoms. 
Regional Coins (° : ; : 


In Lake Lamode, the coins are scale-shaped. 


AN in 
DB. orcwer: yN 


Design 


Keyhole _ 2 
Peclewtal acc srcccrMocnappear 


K e Take this to a Keyhole Pedestal 
y to reveal a Power Moon. 


fop! 
Bump Hy 
Tid is pulverst® 
agcralted + Oxidized gold - 
& was = # Realistic texture + Saine material as pepoanaied 
keyhole pedestal aw much. 
Sales : { 
° n the air v 
Spins ‘ ladles like 
° The current model a vottle 


doesn't look like an 
object you can pick up 
(vecause it isnt). 
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=o ; Treasure el Glows Fy = 
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opener. 
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Cloudy eyes 


Lochladies 


Residents of Lake Lamode. 
Gentle by nature, they produce 
the most exquisite fashions. 


faint scent 
of vubbles 


S yin-like a 
eittering material 


Underwater : ’ 
Y 


Different color 


Rough Sketches 
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Give it a classy look 
Design 


DESIGNER'S NOTE 


The Lake Kingdom is a place famous for 


_ the Lochlady Dress, so we tried to make 


all of its citizens very stylish with 


. affectionate personalities. We considered 


designs based on freshwater fish and 

bubbles, but we ended up sticking with the 

original mermaid proposal—the one most 
easily understood and accepted. 

| Their gorgeous scales sparkle like sequins; 

their hair hangs like veils. Their fins fan out 


like the hem of a dress, making them fitting 
residents for the kingdom of couture. Lake 
Lamode also contains elements of Grecian 
architecture, so we placed laurel wreaths 
atop their heads. In addition to their stand- 
ing poses, we created animations for sitting 
by the lakeside and swimming, adding 
some much-needed grace to their forms. 
Character Artist Akiko Hirono 


Rough Sketch 


Design 


Capricorn girl, 
like the Greek myth. 


“ue 


Water + paint 
Artist 


Eyes + mouth 
are three colors. 
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Like an eel, loach, 
or spotted garden eel. 
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Dorrie 


Acreature that lives underwater. 
Its kind also dwell in places out- 
side of Lake Lamode, such as 
nearby Peach's Castle. 


Design 


Komboo EY 


3 Meters at overlapped. 


A foe that appears en 
masse out of the ground. 
Each has its own height 
and coloration. 


Stripe pattern to help 
E Phat Fistrth establish height visually : 
- Enemies That Tlouris 
en masse underwater 
- Seaweed or kelp motif CD 
y ¢ $e¢ 
3 green design variants 3 color variants 
Thin from 
the side. 
\ 
ya 2 | seal 
5 urvoundings 
a Ge 
-4 fe 


Shambles around: /// 


F Broodals 
wa Rango 


The tallest of the Broodal bunch. To 
attack, he throws his hat like a Frisbee. 


Sah, | never MISS 
my ware 


Rough Sketches 


Character Turnaround 


DESIGNERS NOTE 


Rango was designed for a style of gameplay that the length of the brim. His hands and head look bigger 
takes advantage of his height, and we strove to make when he’s open to attack, making him seem easier 


this aspect of his character stand out. His silhouette to stomp on. His floppy jumping provides a fun contrast 
and adornments are all straight lines, and we added to the linear nature of his design. 

some “un-Mario” elements to his design without losing His design is a step apart from other characters, 
that sense of height. His hat acts as both a weapon making him my favorite member of the Broodals. 


and a trampoline, so we took great care when adjusting Character Art Lead Sho Murata 
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DESIGNER'S NOTE 
The Wooded Kingdom, a land filled with green 
trees and red machinery, is just begging to be 
explored. We utilized vertical design to draw out 
the player's pioneer spirit; we did our best to leave 
footholds and corridors that formed naturally 
during production, using them for gameplay. We 
ended up with routes to Power Moons that'll make 
anyone nervous, giving players a paced, deliberate 
exploration experience. 


oe 


Saeed 


Then there's the Deep Woods, which players can 
reach by taking an accidental plunge below. We 
placed a hostile T-Rex down there, forcing players 
to explore rather carefully. Enemies of note include 
the Uproot, which can be Captured for safe travel 
to higher areas, and the Torkdrift, an enemy design 
quite different from traditional Mario characters. 


Population: Automated Currency: Nut shaped 
Size: Deep, wide Industry: Rowers 


Locals: Steam Gardeners Temperature: Average 82°F 


A kingdom where nature and machine coexist, with 
massive mechanisms towering next to overgrown 
greenery. A temperature-controlled glass dome 
houses robots that raise flowers atop a mountain 
of metal. 
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Rough sketches drawn up once the world was conceptualized. 
This place contrasts nature with manmade objects. 


Wooded Kingdom 
Design Concept 


~Main design elements~ 


hanical 
i puildings 


Flower field through 
the tunnel 


The forest area 
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) STORY 


In Steam Gardens, massive machines 
stand out against the encroaching forest. 
No one knows what exactly the machines 
were built for, but they have been remod- 
eled by the Steam Gardeners to grow the 
local vegetation. The Soirée Bouquet is a 
precious arrangement that only this king- 
dom can produce. Many intruders seek 
these valuable blooms, including a certain 
King of the Koopas. The Soirée Bouquet is 
grown on two parts of the Iron Mountain; 
during the events of the game, both areas 
receive unwanted visitors. 


Red and green, machine and nature. The con- 
trast between the two is an integral aspect of 
this kingdom's scenery. 


a all rs — 
The machines continue to move through Steam 
Gardener maintenance. The area is known by 
another name: Iron Mountain. 


A field of flowers blooms on a circular section 
of the lron Mountain. The Soirée Bouquet grows 
in that area. 


Moon-shaped blooms can be seen among the 
scattered flower petals. 


ay 5) 
Nuts can be found all over the kingdom. Power 
Moons are nestled within. 
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flowers... 


Wooded 
Kingdom 
Damage ball 


Same color as mADS 
. spinning targets design ideas 


In this game, we were able to create a new 
environment that combined two very different 
elements: the organic vegetation and inorganic 
machinery seen in the Steam Gardens. We 
wanted to arrange the lush greenery, which 
had flourished over countless years, beside 
the order and dynamism of the machines that 
continue to move. Our design drew out the 
best in both. Unlike the cartoonish forests 
seen in previous titles, we went for a realistic 
look, one that provides a fresh contrast to 
Mario himself. 

When considering the balance with other 
kingdoms, we established that a slightly colder 
area would sit to the north. Conifer trees and 
snowcapped mountains in the distance helped 
to strengthen that image. We began designing 
the area around the biggest feature: a flower 
garden in full bloom. From there, we made the 
necessary adjustments to suit the story pro- 
gression. There's actually an area in the Metro 
Kingdom made of the same machines. Were 
they taken from this place? Or perhaps the area 
flourished because they were already there? 
Gets you thinking, doesn't it? 


& 
Destroying it scatters 


& TIPS 


Pressing a P Switch causes the Flower 
Road to grow, providing a temporary path 
made of live vegetation. Such paths were 
once used as temporary scaffolding to 
construct the dome. These old roads will 
disappear over time, so make haste when 
using them 


Plants stretch into the open air, creating roads. 
Cross them before they vanish! 


& TIPS 


Falling from certain points on the map 
plunges Mario into a sea of trees ona 
hidden lower level. The Deep Woods are 
a dim and eerie place. Be wary of poor 
visibility when exploring the area. Take 
care that you don't stumble upon one of 
the great beasts that lurk in the dark 


A T-Rex prowls the depths. It looks for prey, so 
anything it spots is in serious danger. 


This mysterious sprout can only be found in the 
Deep Woods. It only grows when a Coin Coffer 
shoots coins at it. 


Obtain a giant seed from the Steam Gardeners 
to grow a beanstalk and return to the surface. 
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Collecting this flower lets Mario dash at great speeds for a little 


; while, allowing him to run over water or on vertical surfaces. 
Classic style 


(Round board on top) 


» Five petals, Flower-like 


- Thin leaves 
+ Stamen has a fitting texture 
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Footholds that break and fall 
when used. They reappear 
after a while. 
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The beautiful Soirée Bouquet only blooms 
in this region. The Steam Gardeners take 
great care in cultivating it, as it supports 
the kingdom's industry. Monsters some- 
times target the famed flowers, but 
clearing them out lets Mario enjoy a field 
of gorgeous flora. 


Beautiful flowers with white petals. These grow in 
a special field maintained by the Steam Gardeners. 


When the precede atelé flowers from the Sky 
Garden, some of the blooms disappeared 
completely. 


& TIPS 
R un Rampani with 


Rocket Flowers 
Touching or grabbing these flowers with 
Cappy allows Mario to dash for a limited 
time. He can even ascend the steepest 
inclines when utilizing their power. He 
continues to run until their power is 
depleted. If Mario needs to stop suddenly, 
crashing into a wall or performing a 
Ground Pound will do the trick. 


Rocket Flowers attach to Mario's back. Grab up 
to three at a time, and their noise becomes more 
impressive with each addition. 


Zoom up normally impassable walls and even 
fly across the water! 
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Denizens of the Wooded Kingdom. Their 
mechanical bodies require energy from 
charging stations in order to move. 


_ These robots grow flowers, so we considered 
water-related motifs and settled on a watering- 
can shape in the end. Their parts are old fash- 
ioned and rusted, befitting the abandoned 

| factory around them. Only their right arms move 
in order to water plants, but they shift around 
clumsily while talking and spray like a water 
fountain when happy, which makes rainbows. 

| This allows them to emote in some form. The | 
plants growing on their heads are just seedlings © 
at the beginning, but as the story progresses and 
peace returns to the land, they bloom. This 
makes for quite the happy scene. 

+ Small birds perch on their heads sometimes. 

} The birds were the lead designer's idea. Anyone 
can see how kind the robots are if they can 
coexist with such delicate creatures. They may 
appear cold and inhuman at first, but they're 
actually quite emotional beings. 

Character Artist Akiko Hirono 
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Retro rovot 


Shows lifespan 
of the flower 


Hexagonal robot 


legless robot Oily form 


Releases water 


Shows remaining 


Absorbs 
water from 
the air 


Sucks uP 
Flowers from 
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Cyclops version 


& TIPS 
Machines Made 
to Maintain 


The Steam Gardeners are robots made to 
grow plants and are said to have lived in 
the kingdom for ages. They store energy 
from the charging stations and can 
function for long stretches of time through 
self-maintenance. They speak in a mechan- 
ical way befitting their kind. 


They use the watering can attached to their 
bodies to maintain the flora. Small birds seem 
quite fond of them. 


Steam Gardeners require occasional care. They 
stand in tine at the stations to rest and recharge. 


Steam Gardeners are stored in the robot ware- 
house. They seem to be waiting for their time 
to shine. 


& TIPS 


The Giant Seedc 
IGiit OTCUS 


of Silver Steam 
Gardeners 


Some Steam Gardeners have silver bodies. 
In place of the usual watering can, these 
guys have a lever that releases a giant seed 
from their heads when pulled. Planting this 
seed in soft soil will produce a beanstalk. Be 
sure to approach these silver seed dispen- 
saries when youre in need of a quick ride up! 


Even Valbonans want to get their hands on this 
special seed. Perhaps they make for a tasty dish? 
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She rm A tank that fires cannonballs. Capture one to wield 
its artillery against foes and rock walls alike. 


farty hat 
AV, 


Design 


Derailed 
parts like 


Long "Create asymmetry through attached equipment. 


ty hat would A 
% pte easier Bu 4 a Ground 
Zo recone, NA Marke 


u 
ows Ne Sy @ 3 
Ni ah aunt 
es . 
soy A tanle-loased type 
with a rounded TOP ta 
Add a <- reduce the \poxiness. 


Bowser style Fe 
iron ving to 
make it look 

more Fictional. 


Provide a nice 


h ce when 
-o Orange and red highlights against an overall green ~ / Fas od from 
coloring. Fine details to ve added (detailed par +s). y B a) the side 


Rough Sketches 


Yoofoe 


Rabbits 


They run when Mario 
approaches them, but 
catching one yields a 
Power Moon. 


Fire Bro Attacks by hurling fireballs. Capture one to 


use its power to fight or light fires. 


A mysterious flying object that drops Goombas and 
spiked balls. Two stomps to the head will finish it off. 


& TIPS 
Giving Mario a Run 
for His Money 


The rabbits seen in most kingdoms aren't 
foes, but they do offer Mario a game of tag 
of sorts. Some flee over a wide area, and 
some challenge Mario in droves. Formidable 
opponents, indeed ... 


The white variants found in Rabbit Ridge won't 
run at the sight of Mario. 


@TRIVIA 


The Inconspicuous 
Coin Coffer 


Coin Coffers turn invisible, which makes 
them especially difficult to find. Still, if 
you manage to find one, that's thirty extra 
coins in your pocket. Capture it and run 
around or just stomp on it—the choice is 
yours! These creatures have not only 
been spotted in Steam Gardens but also 
in the innermost recesses of Tostarena’s 
Underground Temple. 


- Al 
Attack by spitting out coins. This consumes the 
coins Mario has on hand, so use it sparingly . . . 
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This creature attacks 
by growing out its 
stalks. Capturing one 
gives Mario access to 
high places. 


Extended 
leq mage 


Concave 
vA on underside 


Different model 
when wearing, 
hat. 

No need for leaves, maybe? 
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DESIGNER'S NOTE 


Spewart has the most Mario-like design of all the 
Broodals. His hair and mouth are similar in style to the 
Koopalings, wouldn't you say? The endearing way he 
purses his lips when he spits out poison cancels out 
some of the grossness that comes with the act. His 
large frame, tousled hair, and dilated pupils give him 
an unusual air, but his ascot and shorts add some 
incongruity to his overall design. 

We initially gave him a smaller hat to emphasize his 
build but later made it bigger. This helped to prevent 
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One of the Broodals. He spins in place 
while spitting out poison. After taking a 
hit, he charges about, spattering goop 
in his wake. 


any confusion about the mechanics of this boss 
battle. Doing so gave him some new charm, so it 
was a good call as far as I’m concerned. In the early 
stages of development he was supposed to spit fire 
instead of poison, so he was given orange hair that 
resembled licking flames. It stands out against the 
purple poison, so we left it as is. 

Character Art Lead Sho Murata 
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& TIPS 
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The assistance of local life forms is 
essential for exploring the sheer height of 
this kingdom. Capture an Uproot to stretch 
its stalks and go to places even Mario’s 
incredible jump can't reach. 


Uproot's abilities are useful for trekking up the 
lron Mountain. 


STORY 


ie Broodals’ 
Poisonous Performer 


Spewart is the next Broodal to face Mario 
atop the Sky Garden tower, where the 
Soirée Bouquet blooms. “Too late, chumps! 
We snagged the Soirée Bouquet already.” 
His speech may be rough, but it seems this 
Broodal has a sensitive side. Perhaps the 
crude temperament is all just an act? 


As his name suggests, both Spewart’s tone and 
his attack are venomous. Still, his way of spreading 
poison demonstrates his artistic tendencies. 
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Torkd rift A boss fought in the Secret Flower Field. 
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DESIGNER'S NOTE 
Bowser built this giant flower-shaped mech to collect flowers for the 
Soirée Bouquet. Its overall appearance was designed to resemble a 
flower. The small flying objects that float around it are designed to look 
like flower buds. As it’s a state-of-the-art machine, we wanted to make 
it both charming and slightly futuristic. This led to its detached googly- 
eye-like protrusions. 

Cybernetic characters are rare for Mario, so this injects some novelty 
into the game. The flowers blowing around in its dome were modeled 
on a hand-drawn lottery box. It was built to collect flowers for a wed- 
ding bouquet but is sent to the scrapyard before fulfilling its directive. 


(Playable) Camera rohakes Torkdrift still looks droopy, but floats up. 
Strike from below ma mm Uproot. e 000 tt wobbles in place as if weakened, and its eyes 
et ie stay blank. (It should look a bit dubious here.) 


Gah-gah-gah-gah-gah... 4 


(Cutscene from here) 
Flies up, spinning twice, 
toward the ceiling from below. 


Camera 
continues to circle slowly to the teft. 


Three cores come out of its body and begin 
floating around Torkdrift. 


Camera 

pans around to the left for 

W one full rotation (switches to a 
super-low angle along the way). 


Camera 

Follows Torkdrift up, showing it 
getting blown away. 

Eyes rise up, still closed. Cores slow down 
rotation, settling into fixed positions. Cores 
and parts glow faintly (like they're syncing up). 


Camera 
continues to circle slowly to the left. 


Falls straight down, wobbling sideways ma it Gameraiquickly zoom ina) bit 


tands in the flower field with a thud. 


Camera 


(as if linked). 
Focused on center 


Start battle! 


Torkdrift doesn't move. 


Camera 
Zooms in a little, as if checking to see what 
happened. 


Torkdrift’s body begins to twitch. 


Camera shakes from here, starts rotating 
slowly to the left. 


lewise. 


Preliminary Design 


Eyes open at the same time, it establishes a barrier, 
then the core, eyes, and other parts flare into a glow 


3Note: Barrier materialization animation used here 


STORY 


The Flying 

Flower-Collecting 
Contraption 

After the Broodals escape, Mario and 
Cappy spot an unidentified flying object. 
This is Torkdrift, a machine tasked with 
collecting the Soirée Bouquet in the Secret 
Flower Field. This bloom-shaped bot isn’t 
afraid to show its thorns—it blasts laser 
beams at Mario! Its eyes float inde- 


pendently, remaining in the same place 
even when its entire body is flipped over. 


Torkdrift collecting the Soirée Bouquet. Attack to 
make it angry! This converts it into battle mode. 


aris. ya . A 


y the buds en- 


Dodge laser beams and destro 
closed in blocks. 


@ TRIVIA 
A Tiny Version 
of Torkdrift 


Small UFOs can be seen in certain parts of 
Honeylune Ridge. Upon closer inspection 
they resemble Torkdrift, down to the Soirée 
Bouquet flowers seen in their heads. Despite 
these similarities, their connection to the 
original machine is unclear. 


They fly off when Mario moves closer, but hitting 
one with Cappy makes it drop a Power Moon. 
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An Unexpected 
Encounter 


The Odyssey heads toward New Donk City 
in pursuit of Bowser’s airship. Sensing some- 
thing strange en route, the pair looks outside 
to see a large ship beside them. It’s Bowser’s 
flying battleship! Our heroes touch down on 
the Nimbus Arena, ready and willing to face 
off with the King of the Koopas! 


Storyboards 


St = I 


; 

ak - ui 4 aw 4 __ 2 = 
—_ eed 

(" @) ~ Arer @ | 


Population Unknown = Currency Unknown 
Size Unknown _ Industry Unknown 


Locals: Unknown Temperature: Average 73°F 


DESIGNER'S NOTE z 


We designed the Cloud Kingdom to be the Unlike in the opening scene where 
player's first fight with Bowser. Gameplay Mario lost to Bowser and his hat, being | 

_ inthis area may be limited, but the area is able to defeat Bowser with Cappy’s help 
a grand place that contains the ruins of a is an important demonstration of the 
kingdom in the clouds. Since Bowser’s bond Mario and Cappy have formed (| 
ultimate goal is marriage to Princess Peach, know the Odyssey is shot down right 
the boss battle takes place in a brighter, afterward, but still. . .) 


| cleaner arena than usual. Director Kenta Motokura . 
; 


; 
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Early illustrations created once the kingdom was conceived. 


Co ncept Art The world unfolds atop a vast sea of clouds. 
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Preliminary Design 
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Preliminary Design 


154 


Mix of elements 
from Bowser’s Castles 


The player's first fight against the King of the 
Koopas takes place above the clouds. Bowser 
throws a hat equipped with boxing gloves, 
which can be stolen for a counterattack. 


© When Mario wears it 


- Hat eyes vanish 


“4 ( Horns don’t stick out 


left/right le 
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Shadowy effect 


= Disappears like 


an illusion. 


DESIGNER'S NOTE 


It was difficult to make previous battles between 
Mario and Bowser direct slugfests, but thanks to the 
Capture mechanic, players get to trade blows with 
» the King of the Koopas. This is a chance for revenge 
after the opening fight, so we created a scene that 
lets players rack up a win in an interesting environ- 
ment bolstered by exciting gameplay mechanics. 

Character Art Lead Sho Murata 


The Cloud Kingdom battle is set in a world that 
seems peaceful at first glance, but many objects 


were designed to add tension to the fight against 
Bowser. The floating iron fences enclosing the arena 
gave it the appearance of a boxing ring. To give 
them that “Koopa” feel, the obstacles thrown by 
Bowser were designed to look like clumps of mate- 
rial from his castle. Bowser’s hat is equipped with 
boxing gloves, and he uses it to attack Mario. 
We put the design together while referencing real 
boxing gloves and fighting techniques. 
Character Artist Jumpei Yamashita 


STORY 


Rivals Clash in the 
Cloud Kingdom 


Mario and Cappy finally catch up to Bowser 
at the Nimbus Arena. The groom-to-be has 
prepared a special surprise for this battle: 
a hat with boxing gloves attached. 


. 4 - “<i < 
Leave it to Bowser to turn his wedding tux into 
a weapon! 


& NOTES 


Top Hat 
Turnabout 


The showdown between Mario and 
Bowser heats up! When the latter attacks 
by throwing his hat, our hero releases his 
own cap to counter. Taking Bowser’s hat 
lets Mario fight back, sending out a flurry 
of blows to knock Bowser down. These 
gloves pack a punch that'll even destroy 
the projectiles Bowser throws. 


Brave an exchange of blows to knock Bowser 
down. Beware his tail-sweep retaliation! 
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A Fall from Grace 


Despite coming out on top, Mario and Cappy 
find themselves fleeing in a panic from Bowser’'s 
airship bombardment. The Odyssey ends up 
taking critical damage from a direct hit and 
plummets from the sky... 


Storyboards 


One Emergency Landing Later... 
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DESIGNER'S NOTE 


Mario and Cappy end up falling into the Lost 
Kingdom after the Odyssey is shot down. 
Bowser gets away and the stage starts with 
} the uncertainty of the wild unknown. There 
are no Power Moons lining the way forward, 
forcing players to chart their own path to 
overcome the current crisis. We referenced 
| the topography of Super Mario 64 levels to 


make a stage that is both compact and full 
of things to do. 

The color palette and cartoony landscape 
are unlike anything seen in previous 
kingdoms, and this area offers a variety of 
enemies and elements that are new to the 
Mario series. 

Director Kenta Motokura 


Population Unknown Currency Leaf shaped 


Size 


Locals: 


Smallish Industry: 


Unknown 


Unknown Temperature Average 91°F 


chapter.2 LOST KINGDOM 


These illustrations were created once the 
world was conceived. The trees are drawn 
in a variety of rich tones. 
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The Lost Kingdom is inspired by the rainforests of 
Southeast Asia, and we designed particular aspects 
to provide contrast to the cartoony design of the 
Luncheon Kingdom. Unlike the simple color palette 
of the Luncheon Kingdom, this land has a complex 
image akin to that of an old painting. The color 
scheme of dark yet rich tones gives the impression 
of a wondrous, unexplored land. The Tropical 
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Wiggler is an enemy made with this island's unique 
evolution in mind, making it seem like a species 
related to the regular Wigglers found in the 
Mushroom Kingdom. 

The size of the moon in the sky, so small and far 
away, hints at Mario’s own state of mind, lost in this 
isolated world. 


STORY 


{ 


f ~~ > II 


Mario and Cappy set off in search of Power 
Moons to repair the broken Odyssey. 
Suddenly, a Klepto attacks them from 
behind and makes off with Cappy! Mario 
must chase after the foul fowl without the 
aid of Cappy (or his cap actions). 


Klepto swoops in and abducts half of our heroic 
duo. It can be seen chortling from its high perch. 


Mario must make his way to Klepto on his own. 
Cap actions aren't available in this trial. 


& NOTES 
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The sea of poison and wide array of 
tropical creatures create a bizarre 
atmosphere on the Forgotten Isle. Its 
remote location has left the Lost 
Kingdom in isolation, which might 
explain the lack of visitors and the unique 
ecosystems. The bizarre and enigmatic 
nature of this island bewitches its few 
visitors and has earned it the ominous 
nickname “final paradise.” 
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The Lost Kingdom sits on a series of smalt 
islands. Precarious footholds abound, so watch 
your step! 
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Preliminary Design 


Preliminary Design 


Preliminary Designs 
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Preliminary Design of Ancient Blocks 


Rough Sketches 
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Tropical Wigg le " This creature expands and contracts its colorful body to 


move between fixed locations. It is easy to Capture. 
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[ Design Elements ] 


Going with the catcher motifs aS 
Design Insect-like, thorns, limbs 


| want.to emphasize The tach, - 
that Ha its hands to catch 


Rough Sketches 


Klepto 


The large bird that kid- 
naps Cappy. The sneaky 
thief flies off wnen Mario 
gets close. 


Other Angles 


& TIPS 


Tricky Traversal with 
the Tropical Wiggler 


The Tropical Wiggler comes and goes as it 
pleases over the small islands. Its adorable 
face reflects its weak attack power. Still 
the spikes on its body mean Mario should 
approach with caution. When Captured, it 
can move by fixing its hind legs in place 
and extending its body forward. Use this 
ability to cross narrow platforms with ease. 
The sound effect when it stretches and 
contracts was made using an instrument 
called a concertina. 


Extend and retract this cute creature's body to 
move safely between platforms. 


The colorful butterflies found all over the island 
may be the adult form of the Tropical Wiggler. 


STORY 
Catch That Klepto! 


The moment Mario starts exploring the 
Forgotten Isle, Klepto swoops in and 
abducts Cappy. Its skill with that large 
beak is no joke; even Captain Toad claims 
he fell victim to the kidnapping terror. 
Before he gets back to chasing Bowser, 
Mario must rescue Cappy from Klepto’s 
clutches, find more Power Moons, and 
restore the Odyssey. 


Klepto flees when Mario is near, so use the local 
architecture to arrange a rescue! 
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Population: Crowded Currency: Portrait stamped 
Size Ridonkulous. Industry: Information, ads 
Locals: New Donkers Temperature: Average 81°F 


A kingdom of urban sprawl, with high-rises lining 
the busy city streets. Under the leadership of Mayor 
Pauline, the suit-clad New Donkers work in an array 
of leading industries. The festivals they occasionally 
hold are quite popular. 
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» Of all the kingdoms Mario visits, the Metro emphasizes how much significance his : 

——— ; 4 » Kingdom is the most representative of the real character has. Mario can go anywhere, and it F © 
SEES ee | world. Realistic objects like the buildings and —_—_will be a Mario title! & 
aa = a ee ee 7 traffic lights remind players just how amazing The song sung by Pauline at the game’s e 

— —_— . + Mario's jumping ability is. Can you imagine what finale, “Break Free,” is a song celebrating all 
oa -— — what it would be like if Mario appeared where players, encouraging them to seek out new 


—— you live? If you could jump like Mario? We experiences without fear. 
wanted the game to inspire these exciting 
ideas. Putting Mario in such a different setting 


Concept Art 


Ideas and sketches made as the Metro ‘ ; } 
Kingdom was being put together. City blocks ween 
and local landmarks are depicted here. ' ‘ jut 


DESIGNER'S NOTE 


Among the many different lands, the Metro Concept Art 
Kingdom stands apart, and its look underwent 
many changes to reach its final design. Making 
this world a setting far removed from that of 
+ the Mushroom Kingdom stoked the lead 
designers’ imaginations, which shines through 

in their sketches. 
The design went from life-sized buildings to 
_ cartoony proportions before we settled on the 
more realistic look. In addition, we researched 
various architecture styles, which influenced 
our design. This, together with the visual 
impact of Mario’s presence here, was an 
important consideration. We always made sure 
to keep Mario in mind while fleshing out the 
city. The visual of Mario in the Metro Kingdom 
highlighted the freedom of expression central 

| to Mario games. 
This land symbolizes the game from its 
earliest days of development, including the trial 
- and error inherent to the process. We got the 
reactions we had hoped for during the trailer 
presentation and after the game launched, 

which was a great relief to us. 

Art Director Rikuto Yoshida 


Rough Sketch 


Preliminary Design Preliminary Design 
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Preliminary Design Preliminary Design 


Preliminary Design 


Preliminary Design Preliminary Design 
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Preliminary Design 
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Preliminary Design 


Preliminary Design 
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@ SECRETS 


Haven of 
Hidden Heritage 


8-bit versions of Cat Mario and Cat Peach 
are hidden in several kingdoms. They can 
be found on walls and hidden from view. 
Hitting one with Cappy yields ten coins 
from Mario or a heart from Peach. Neither 
is present in Nimbus Arena or Crumbleden. 


These 8-bit characters can be found in and around 
New Donk City Hall. Here's a hint for Cat Peach! 


Eagle-eyed players can even find 8-bit Rosalina 
at Rabbit Ridge or Culmina Crater. Like Mario, 
she yields a ten-coin payout. 


@ SECRETS 


What the Cat 
Dragged In 


On very rare occasions, entering a shrub 
or a tuft of grass will cause an 8-bit Cat 
Mario sprite to pop out. You might be 
treated to this adorable sight in places 
like the grassy areas of Tostarena. 


= 


An 8-bit Cat Mario may occasionally jump out 
when Mario runs through the greenery around 
City Hall. 


8-bit Cat Mario hides in other kingdoms too, so 
keep an eye out for him! 
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& TIPS 


The speedy and maneuverable motor 
scooters found around this kingdom are 
perfect for getting from point A to point 
B. Dart among the buildings and try out 
HD Rumble-the vibration gets stronger 
when you rev the engine! Turning in one 
direction adds even more rumble to the 
Joy-Con on that side. 


Good handling, simple acceleration, and jump 
controls make for a versatile ride. 


A parking space on a building roof. The New 
Donkers may have installed it, but not many 
people use it... 


TIPS 


The taxis throughout the city do more 
than drive; some can be seen moving 
through the skies with a sail attached. 
They say that people use these flying cars 
to travel around the world. Special taxis 
can even be Captured and driven to a 
separate area. 
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A Tostarenan traveler takes a taxi with a New 
Donker behind the wheel. This one is spotted at 
Mount Volbono. 


Looking to the skies reveals flying taxis equipped 
with sails. 
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Building Design Concept 


| tried making four different designs for buildings 
to make things both metropolitan and “Mario-like.” 
Let’s finalize the overall city design around these four choices. 


@ Main Tower 
Manhattan-inspired building pointed at the top. 

Element to make the city seem more metropolitan. 
Seems old but well-kept. 


@® Mirror Building 

Boxy, modernist building style. 
Reflectiveness of the glass is a big feature. 
Old but well cared for. 
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@ Retro Residence 
Old-fashioned building inspired by Manhattan 


Chic and sober impression. R59) 
Old and lacking in regular maintenance, 
its years are clearly visible 
@ Billboard Building 
Newly constructed building with billboards. 
Colorful and flashy. Includes decorative illumination. 
Looks as new as it is. 
178 


@® Retro vuilding 


ett. 
Alternative 
) esi 


Lt Super Mario ; 
a a Bros. parts 


W Old building 
@ + Maris Bros. 


Checkered pattern 
on the groun 
like Super Mario Bros. 3. 


Layers of rust and 
grime make this place 
look dirty...Bricks ave broken, too. 


Preliminary Building Designs 


& TIPS 


The Inner Life of 
New Donk Buildings 


Open doors invite you to come inside. 
Unbelievable worlds await within these 
simple walls, so you should see them 
for yourself. 


If the door is open, jump at the chance! 
Unexpected worlds can be found within. 


Escape from a T-Rex via motor scooter. 
This thrill rivals even the greatest Hollywood 
blockbusters. 


SUPER 


MARIO BROS 


A masterpiece, now showing in theaters. This 2D 
area looks familiar . . . 


f ae 
Mario can only enter this building if he i 
the full Builder set. 
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Detail Adjustments Addendum 


wr ces part 


New Donk City Hall 


The tallest building in the city, situated on the north 
end. Parts of the top floors are under construction. 
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Rough Sketch 


Design Adjustments 


Emblem Designs 
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Building Roof Preliminary Design Building Roof Designs 


City Hall Plaza Design 
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@& NOTES 


Site of the City’s 
Finest Sight 


City Hall, the tallest building in town, is 
the central symbol of the kingdom. The 
performance venue on the first floor is a 
good meeting spot for New Donkers. A 
popular tourist attraction is the “million- 
coin view" from the upper floors. Unfortu- 
nately, the interior of the upper floors is 
under construction. Enemies have nested 
here, turning the construction site into a 
danger zone. 


ih ——— 
Mayor Pauline watches over the people as they 
commute past City Hall. 


The upper floors are under construction. Lifts move 
up and down and the platforms break easily. 


Climbing to the tippy-top of the tallest building 
in town gives you a view of the whole city. 


& NOTES 


The Unmoving 
Mechawiggler 


Upon defeating the Mechawiggler, its 
broken head lands in Mayor Pauline 
Commemorative Park. Its days of 
terrorizing the citizens are over, but 
something may still be inside... 


The Mechawiggler's leftover head. Locals survey 
the scene nervously. 
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Gwaying Mg f p k A relaxing area filled with greenery. 
a4 ar Take a load off on a bench. 


Café 


An area with tables and 
chairs. They can be found 
on certain rooftops. 


Layout with tree in the middle. 
Distinguish it from lawn areas. 
Fence utilizes current models. 


Rough Sketch 


Rough Sketch 


al tin at 4 
ce Seid fT 


Sign Design 


Tavletop made of wood 


Might be good to focus 


Avea reached from cafe velow. jh Vie RE. 


at Tables in the middle. 


Seat: 
Legs are metal 
Seat is leather 


Table Design 


Café (two people) Diners Café (one person) 
raz 


Construction Design 


chapte 


& NOTES 


Secret of the 
Café Computer 


If you check the laptop screen in the café, 
you'll see an image of a Moon Rock. Many 
kingdoms rely on the energy the Moons 
provide, and this kind of research is critical 
to promoting growth and development. 
This gives players some insight into one 
aspect of New Donk life. 
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New Donkers engage in conversation and 
friendly chatter at the rooftop café. 


This New Donker's laptop displays a Moon Rock. 


TIPS 


A Brief Respite for 
Busy New Donkers 


Patches of greenery can be found all over 
the city. The largest of these, the park to 
the northeast of the city, is a popular 
destination for New Donkers. Mario can 
even join inona game of jump rope. How 
long can he jump? 


A large park on the northeast side of town. Big 
letter sculptures appear here after you beat the 
game. 


Feel the rhythm in the Jump-Rope Genius 
Challenge. The longer Mario jumps, the faster 
the rope gets! 
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Logo Designs 


Crazy Cap Store @& NOTES 


C A Crazy Caps 
» @ around the World 


The Crazy Cap store sells clothes and 

@) Symbol mark @) Logo type A @) Logo type B souvenirs. These shops can be found all 
over the world, but the headquarters is in 
New Donk City. It was made by remodeling 
an old theater and traces of this heritage 
remain. 


@) Vertical layout @) Horizontal layout A @) Horizontal layout 8 


A shop where you can buy clothes and 
items with coins. These stores can be 
found in every kingdom. 
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The storefront shines with neon light. The head- 
quarters is bigger than the branch stores found 
in other kingdoms. 


Logo Designs 


Toad Brigade members manage branches in the 
Forgotten Isle and Honeylune Ridge. 


@ NOTES 


Local Wares Bought 
with Regional Coins 


Each Crazy Cap store has two different 
employees. Yellow-capped staff sell the 
same products in every kingdom for coins. 
Purple-capped staff, on the other hand, 
sell items unique to that kingdom and only 
accept regional coins. 
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foo 


| DESIGNER'S NOTE | 


The Crazy Cap store name, and the fact that its headquarters is in 
the Metro Kingdom, led to a design that’s metropolitan, gaudy, and 
eccentric all at once. Considering just how to make the employees’ 
hats look “crazy” resulted in the vertical stack of hats in the final 
design. This decision also made the staff outside of New Donk City 
easy to recognize. 

The whole shop is divided into a yellow-coin side and a purple 
regional-coin side, showing players at a glance which coins they 
need to buy their products. The initials for Crazy Cap become 
CC-shaped eyes in the hat logo. 


Crazy Cap 
ioe Gandara colors Staff Designs 
Polo shiv (>. P 
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Each shopkeeper sells different products, sorted 
by hat color. Items sold by the staff in purple can 
be bought only in that store’s kingdom. 


Character Artist Akiko Hirono 


Cap + glasses 
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+ color Change 
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hes will change color change ne ge 
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The purple regional coins used to buy souvenirs 
took different depending on the kingdom they're 
found in. 
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STORY 


After the rainstorm passes, Mayor Pauline 
wants to hold the kingdoms festival, 
which occurs only once in a blue moon. 
However, it seems something's off at the 
power plant. Mario and Cappy head 
underground to see what's up, only to 
find that monsters have taken over. The 
heroes take down the Big Poison Piranha 
Plants and get the power plant up and 
running again. 


A horde of Poison Piranha Plants take root under- 
ground, polluting the area with their toxic goop. 
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Defeating the Big Poison Piranha Plants and 
pressing the switch will reactivate the power plant. 


& NOTES 


New Donk City flourishes thanks to the use 
of Power Moon energy. As such, the power 
plant is essential to the New Donkers’ 
livelinood. This plant converts Power Moons 
into energy, maintaining the prosperous 
cityscape above. 


Lines of Power Moons whiz past in the back- 
ground. These will be converted into energy at 
the power plant. 
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& NOTES 


= mare 


Myriad billboards cover the buildings of 
New Donk City, depicting the festival, 
other kingdoms, and more. 


Designs for the billboards, 
posters, and graffiti that cover 
the town. These images 
appear in the Japanese version 
of the game. 


A fauline poster. She could 
be a perfume model 
or something... 


CO 


Billboards show images of different kingdoms. 
Some are lit up, and others cycle between 
different ads. 
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After the festival, even Donkey Kong appears on 
some of the billboards. 
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Graffiti Designs 
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A boss that drains the energy from New 
Donk City Hall. It creeps along the 
walls, firing electric bolts. 


light bulb he 
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These lurk in larval form, transforming into 
winged insects when Mario approaches and 
charging toward him at breakneck speed. 


(or an eye). 


vottom 


blink on 
and off 
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| DESIGNER'S NOTE 

The Metro Kingdom is a world quite different from those found in previous Mario 
| titles, and we designed the Mechawiggler to reflect this. It has gleaming accents 
| like neon protrusions, glowing weak points, and compound eyes that shine 
» ominously. It seems to be made of a mishmash of discarded materials. These 
| elements were added to enforce its depiction as a parasite absorbing the city’s 
- energy. | find the plug on its mouth quite charming. 
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We paid special attention to how we presented the weak points, making the lights 
cycle between different colors. We added extra detail to the visible inner structure, 
giving it a ghastly finish not seen in previous Mario bosses. It crawls over buildings like 
a caterpillar, hence the name “Mechawiggler.” After Mario defeats it, a piece of this 
boss can be found in a corner of Metro Kingdom, so go take a look. 


Character Artist Jumpei Yamashit 
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STORY 


I y’ ly 
Energy Glutton 


rl 

When Mario and Cappy first arrive at the 
Metro Kingdom, they make their way 
toward City Hall in the dead of night. 
There, a giant mechanical monstrosity 
can be seen draining the energy out of 
the building. It’s up to Mario to Capture a 
Sherm and open fire on the source of the 
blackout. 


Its body crackles with electricity and shoots 
energy bolts. 


Shoot all of the glowing sections on its torso 
with a Captured Sherm to stop it from moving. 


& TIPS 


{ 7 4 es “ 
A Zippy Infestation 


In insect form, these bothersome pests 
charge and explode. All it takes is a touch 
to beat them in larval form, so wipe them 
out posthaste! 


They appear in groups, so try not to take them 
all on at once. It's best to deal with them before 
they mature. 
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Citizens of New Donk City. They resemble 
real-life humans, and everyone wears a suit. 
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DESIGNER > NOTE 


We wanted the visual of Mario meeting the New 
Donkers to astonish players, so we started thinking 
about it early in development. We tried lots of 
different styles, including making the New Donkers 
look more cartoonish, but we decided realistic 
proportions would work best. In the end, limiting 
their characteristics to the bare minimum fit the New 
Donkers well, emphasizing their presence as part of 
the collective whole. 

Art Director Rikuto Yoshida 
The New Donkers were given varying shades of 
neutral-colored suits to blend in well with the city. 


The hats on the female designs are the same shape 
as Pauline’s, which added a nice similarity between 
them. The New Donkers went through several 
redesigns as the Metro Kingdom came together. 
The more uncanny we made their designs—and | 
mean that in a good sense—the more appealing 
this game became, so we were fastidious in fine- 
tuning their appearance. | cannot give enough 
praise to the lead designer who worked so hard to 
make them. 
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City Froutle Adjustments 


& NOTES 
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New Donkers dress in crisp suits and 
conduct themselves in a formal, stoic 
manner. These city dwellers are serious to 
a fault and work for their beloved Mayor 
Pauline to make the kingdom a better 
place. But they play as hard as they work, 
as evidenced by the RC cars and festivals. 
Perhaps this is how they deal with the 
hustle and bustle of metropolitan life. 


New Donkers walking the city streets. They often 
greet Mario as they pass. 


As a sign of admiration, female New Donkers 
wear the same type of hat as Mayor Pauline. 


One formerty industrious New Donker can be 
found sitting with a broken spirit. 


Supporting the mayor is another New Donker 
duty. One holds an umbrella to keep her dry 
during the rainstorm. 


New Donkers feeling the beat at the concert. 
Going all out when it’s time to party is the New 
Donk way! 
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New Donkers 
Concept Sketches 


Various ideas and images that led to the 
final look of the New Donkers. 
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This sophisticated singer is the mayor 
of New Donk City. She changes into a 
red dress at festival time. 


As mayor, the red-suited Pauline strives to 
make her city thrive. She shows a different 
side during the festival, swapping out her 
signature suit for a red dress to perform a 
beautiful song and dance. 


3 =— 
Pauline's outfits change for different occasions. 
But no matter what, she retains her trade- 
mark colors. 
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DESIGNER'S NOTE 


Pauline’s design in the original Donkey Kong 
had similar proportions to those of Mario and 
Peach. In this game, however, her design was 
intended to bridge the aesthetic gap between 
the New Donkers and Mario. At first she only 
wore a dress. But given her role as the mayor, 
we decided to give her a suit as well. This cre- 
ates a moment of surprise when she first 
appears in the dress at the festival. Mayor by 
day, singer by night: seeing these two sides 
deepens her character. 

Only a select few fans know her due to her 
infrequent appearances in other games. We put 
our hearts and souls into updating her design 
this time around. At first we didn’t think she'd 
be so involved in the game, but she ended up 
equal to the other main characters. 

Character Art Lead Sho Murata 


Face Design 


Festival Choreography 
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Aspecial event held in New Donk City. Pass through 
the 2D areas set up throughout the metropolis. 


o) STORY 


Once the band is brought together and 
the underground power plant is back in 
service, it’s festival time in the Metro 
Kingdom! Players get to move through 2D 
areas placed around the city while Pauline 
provides the soundtrack. 


he Gos. 


With fireworks exploding against a twilit sky, New 
Donk City is more gorgeous than ever. 
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Venue Concept Sketches 


Speaker Designs 
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DESIGNER'S NOTE 


The festival is emblematic of the game, so we made 
sure to place Pauline and New Donk City front and 
center in the design. Pink and light-blue hues rem- 
iniscent of the Donkey Kong screen join Pauline’s 
red motif to spruce up the festival, including the 
stage, lights, billboards, fireworks, and even the sky. 
By using a Classic steel-girder motif, we aimed to 
make the terrain both new and nostalgic. 

The development team came together to prepare 
the citizens for a party. From the lights and billboards 
that go with Pauline’s song to the New Donkers 
themselves, we fine-tuned every aspect of the expe- 
rience to make it the perfect event. Pauline’s song 
played day in and day out as we made this game, 
making the office a festival in itself. 

Art Director Rikuto Yoshida 
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When players arrive in the Snow Kingdom, 
they are assaulted by a violent snowstorm 
that obscures their visibility. With this setting, 
we tried to create a sense of unease with a 
natural menace. Suddenly players come 
upon the city, which greets them with 
charming characters and a sheltered feel. We 
strove to establish an emotional contrast. 
Since this is the middle of the story, we tried 


DESIGNER'S NOTE 


Snowflake 


Population: Middling Currency: shaped 
Size: Deep, wide Industry: Cakes, racing 
Locals: Shiverians Temperature: Average 14°F 


An arctic tundra surrounded by walls of ice. The 
resident Shiverians excavated caverns and built the 
underground village. The Bound Bowl Grand Prix, 
a local race, is immensely popular in this kingdom. 


to give players a choice of how to pursue the 
Power Moons, offering options in gameplay. 
This is also the only kingdom that leads 
players downward from the starting point. 
The race held at the final destination 
focuses on bounding action, adding a unique 
experience to the overall game play. 


You Are Here 

* Checkpoint Flag 
# Current Goal 
Shop 


chapter.2 SHOW KINGDOM 207 


Concept Art 


These ideas and sketches were 
drafted once the kingdom was put 
together. They depict a world of ice 
and cities in the snow. 


Concept Sketch 


Preliminary Designs 
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Preliminary Design 
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A village built from carved ice and snow. There's a shop 
and monitors showing the Bound Bowl Grand Prix. 
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DESIGNER'S NOTE 


The Snow Kingdom exists far to the north. Past the 
cruel blizzard is an almost anticlimactically calm 
space, where the adorable Shiverians are ready to 
welcome the player warmly. Creating this contrast 
was a huge goal for the Snow Kingdom. To make 
that happen, we reproduced the detail of real ice and 
snow for the fields outside, then populated the 
village with warm buildings and lumpy, cartoonish 
snow. This may be a strange way to represent two 
different aesthetics in a single kingdom, but such a 
curious and interesting place demonstrates the 
breadth of this game's design concept. 

Art Director Rikuto Yoshida 
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Shiveria’s look combines snow with European 
architecture. The outdoor scenes are tinged with 
bleak colors, while the interiors are suffused in warm 
tones. The half-timber construction is both adorable 
and inviting at the same time. Embedding wooden 
materials in the ice resulted in a lovely design. The 
overall curvature gives the entire village a soft look 
as well. Rough-hewn logs, complete with their 
natural warping, are used for beams. The texture is 
imperfect, giving it a northern European air. The 
stands where we had the Shiverians sit to watch are 
made of snow. 


Field/Concept Artist Asami Inoue 


@ NOTES 


Carving Outa 
Place to Stay 


Mario can reach Shiveria Town through the 
big hole in the ground. Shiverians reside 
here, in a town hollowed out of the sur- 
rounding ice. The wooden interiors are lit 
by lamps, giving the town a warm feeling 
in stark contrast to the cold outside. 


The Shiverian life in this town. Unlike the forbid- 
ding landscape outside, the interior has a bright 
and lively atmosphere. 


Same my 
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The wooden architecture and gentle Shiverians 
are sure to warm your heart. 


STORY 


Four Barriers to 
the Bound Bowl 


The Bound Bowl Grand Prix is very popular 
among the Shiverians, but the plaza doors 
leading to the race area were frozen shut 
by Bowser’s mischief. In order to open the 
doors, Mario has to break through four 
barriers in four rooms connected to the 
plaza: icicles, columns of wind, ice walls, 
and a snowy mountain. 


Columns of wind act as a barrier in one room. 
The Broodal Rango waits at the top of the path. 


After overcoming the barriers, Bowser's door is 
unlocked with the help of Power Moons. 
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Bound Bowl Grand Prix 
Circuit 


The Shiverians’ famous race. They hold it on 
a special racetrack which requires partici- 
pants to bound and bounce toward the goal. 


Cake Pedestal Design 


| DESIGNER'S NOTE 


The Bound Bowl Grand Prix circuit was conceived as a race in the great out- 
doors. We looked for a design with a glacier at the base that would support a 
natural silhouette and a form that would lend itself to gameplay. We weren't 


sure if the corners would blend in naturally, given their sudden protrusion from 

the ground, but incorporating glacier blocks into the design prevented any 
issues. The spectator stands are made from the same glaciers but resemble 
cake tiers. When designing the race area, we focused on conveying where the 
tracks are at a glance. 
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Circuit Design 


We avoided artificial materials as much as possible to preserve the natural 
atmosphere and settled on a design using snow to show where the track was. 
The track itself is a smooth texture, while the area around it looks uneven, 
suggesting it will slow you down. Replacing confetti with snow crystals linked 
a festive element to the idea of snowfall. Making the event colorful added a 
visual accent to this silvery world. 


Field/Concept Artist Asami Inoue 
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Preliminary Design 


Confetti Snow 


* Snow crystals or something? 


» Four colors, pastel tones 


_ Element. Presentation 4, 


A All made out of snow 
B. Snow + wood (same as the town) 
C. Snow * ice 
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Design Concept 
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Shaped like a Russian 
nesting doll. 
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Something vetween human and seal 
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Shiverian 


Ty-f 
Elder bes 


t Blows powerful gusts of 

The head of the Shiverians. wind to send objects fly- 

Only he can bake the coveted ing. Capture one to move 

Frost-Frosted Cake. freely around and cause 
y wind-blown chaos. 


Rough Sketches 


Bitefrost A creature that approaches underground, 


shooting out of the ice to snap at Mario. 


Shiverian Elder Design 


When Mario walks on sand, this 
enemy suddenly pops out of the 
ground and tries to eat him. 


Shiverian Elder Designs 


Jump to avoid, then 
Strawberry-red use it to progress! 
(different fon 
Mario red ). 


Pengu ( ns Avian inhabitants of Shiveria. They may look like normal 
penguins, but these will fly off if you get too close. 


Penguin Design 


| DESIGNER'S NOTE 


_ Since some Shiverians race in the Bound Bowl 
Grand Prix, they had to have round bodies—or 
at least bodies that could turn into a ball when 
necessary. We used seals as a temporary model 
during the trial phase, then developed that idea 
a bit further. We decided to make them round 
by default, to let them rotate and bounce with 
ease. The way they hide away their hands in 
front of them when not racing makes them 
look spherical already. 

The kingdom had a mostly northern European 
look, but we added elements from other 


(B) Realistic lool (Gh classic took 


~e FF «s 


* Matches the Super Mario Odyssey aesthetic » Old school 
* Flies as gag (might be funny/surveal ) 


| didn’t want to get rid of [B) or (CD, 


cultures, like the Russians and the Inuit. The so\ made a design vetween the two. 
Elder has the look of a large, wise individual. In 
reality, he is the legendary champion of the ® Realistic texture 


_ Bound Bowl Grand Prix. I'm sure he has high 
hopes for the next generation! 
Character Artist Akiko Hirono 


* Snowman shaped * No confusion if tt flies 
(although might be boring...) 


Bitefrost Preliminary Design 
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DESIGNER'S NOTE 
The Seaside Kingdom, an expansive world, Steep cliffs and the central Glass Tower 
is an essential part of the adventure that were added as landmarks to prevent 
showcases the elegance of travel. In order players from getting lost. The Gushen char- 
to highlight the submerged portion of the acter combines high-speed movement and 
world, most of your time spent in pursuit combat in its Capture action, and the boss 
of the Multi Moon is underwater. Just like battle against Mollusque-Lanceur III takes 
in the Snow Kingdom, players are given place over most of the stage. This gives the 
some leeway in deciding which winding Seaside Kingdom a special kind of appeal. 
path they take to obtain the Multi Moon, Director Kenta Motokura 
putting more of a focus on exploration. 


Population: Middling Currency: Shell shaped 


Bubbly water, 
tourism 


Size Wide Industry: 


Locals: Bubblainians Temperature: Average 88°F 
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Concept Art 


These ideas and rough sketches 
were made after the Seaside 
Kingdom was put together. The 
Glass Tower is depicted at the 
center of the area. 


Preliminary Design 
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Preliminary Design 
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222 


The theme of this sophisticated yet relaxed 
resort is “luxury” and was inspired by places like 
France. Golden beaches and decorated build- 
ings add refined highlights across the level. The 
Bubblainian characters are posh people, so we 
chose gold as an accent color in their designs. 
We made adjustments here and there so as not 
to interfere with the impression of a cerulean 
ocean expanse. 

The seawater became carbonated due to its 
proximity to the Sparkle Water. The refreshing 
nature of the constant carbonation and the 
way the bubbles interact with Mario’s swim- 
ming make the game experience that much 
more substantial. The name “Bubblaine” was 
also derived from this design aspect. 
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& NOTES 


An island to the northwest has a hot spring 
fed by volcanic activity, offering visitors a 
natural open-air bath. This is a primo spot 
for enjoying the view of the wide-open 
seas while reinvigorating your swim-weary 
body. The island is tremendously popular 
with tourists, even ones who know 
nothing of its health benefits. 
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A natural hot spring wells up on this small island 
This popular spot sees an array of tourists from 
every kingdom. 


& NOTES 


The cliffs to the southwest are home to an 
expansive canyon. The center is a danger- 
ous area full of steep slopes, where massive 
shells tumble down from above. An impres- 
sive view awaits those who make it to the 
end of the trail despite the danger, giving 
potential visitors incentive to brave the trek. 
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A picturesque scene at the end of the climb. The 
difficulty of the journey makes the final view that 
much more special. 
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Cork Floats Design 
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7 
DESIGNER'S NOTE 
The Glass Tower creates a beautiful for the hue of the Sparkle Water, but in 
sithouette against its surroundings. We the end we decided to give it the same 
added Art Nouveau reliefs to give it an air color as the surrounding waters. 
of luxury. The design of the lighthouse The Seaside Kingdom is a wide-open 
complements the Glass Tower. Their area, so at the director's behest we 
forms resemble one another, so their designed it with clear cardinal directions. 
ornamentation makes them visually The building below the Glass Tower juts 
distinct. Tne design also renders them out to the south and is emblazoned with 
recognizable from any distance. The gorgeous reliefs. We added decorative 
tower appears streamlined from far away, elements to the design with these things 
with intricate details revealing them- in mind. 
selves as you approach. We considered Field/Concept Artist Asami Inoue 
something like grape juice or lemonade 
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Seaside Kingdom 


[Glass Design] 


Stem Ornamentation 


- farts connected 
to gameplay 

+ Overall valance 

- Decorative charm 


Planned adjustments 
in place to match 
the gameplay. 


We should make it seem 
like it’s wrapped around 
the stem of the glass 


Pedestal Rough Sketch 


Look at the valance and create 
any necessary openings 
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Preliminary Design—After Boss Battle Glass Tower Design 
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Design Concept 


Underwater ' 


Cave : 
Caves connect to the lighthouse Lighthouse 


from an opening to the northeast. — 


Maw-Rays have made these caves a stelle stangly9 pei pe 
At first Mario has to swim 


Gold decorations 
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through the underwater caves to varying luster. 
get inside, but afterward a pole i 
grants easy access. 
4 A surface of stacked 
Ro of <~ and painted bricks. 
Roof Design .< Make sure not to make 
this surface too dramatic. 
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the building design. 
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Please make | Preliminary Design 
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Rough Sketch wm For the floor, add gold decoration to white brick. 


Pole for climbing to the switch 


& TIPS 


The Eel-Infested 
Underwater Caves 


To get to the lighthouse roof, Mario has 
to pass through the underwater caves. 
The area is swarming with eels ready to 
pop out of their holes at the slightest 
provocation, gnashing their gaping 
maws. There are few places to take a 
breather, so Capture a Cheep Cheep and 
power through. 


Get too close to its den, and the Maw-Ray will 
show its ugly mug. Pay attention to their telltale 
rumble. 


Capture a Cheep Cheep to take advantage of its 
swimming prowess. Give those eels the slip! 


The pipe in the deepest part of the caves leads 
to the top of the lighthouse. 


@ TRIVIA 


Pro Tips for Prompt 
Pipe Passage 


When entering a pipe, perform a Ground 
Pound on vertical pipes or roll into hori- 
zontal pipes to slightly shorten your time 
in the pipe. The difference is small, but 
you'll be glad you've got this useful tool 
in your arsenal when you're in a hurry! 


Even the sound Mario makes entering the pipe 
changes slightly. Such methods are a boon to 
aspiring speedrunners! 
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A sandy stretch of beach to the south. Visitors can relax 
by the beach house or enjoy a game of Beach Volleyball. 


Plant Designs 
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Beach Volleyball Court Design 
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& NOTES 


The Bubblainian 
Beach Ball Blast 


Come to the court on the southwest side 
of the beach to play Beach Volleyball, the 
kingdom's national pastime. Get the ball 
in the air and learn to rally with the 
Bubblainian coach. The ball gets faster and 
faster... How long can you play?! 


Hop onto the court to start the challenge. Mario 
can smack the ball back with his body or his cap. 


The beach ball looks like a Cheep Cheep. A 
specialty of the Seaside Kingdom! 


& TIPS 


The Plumber's 
Green Thumb 


Four flowerpots sit on the roof of the 
beach house. Planting seeds in these pots 
causes plants to grow over time, revealing 
a Power Moon when they bloom. These 
seeds and plants also exist in other king- 
doms. Practice your gardening skills 
anywhere you find them! 


Find seeds and toss them into pots. They'll bud 
and sprout as time goes on. 


If you don't feel like waiting, Capture a Gushen 
to give them the TLC they need to flourish! 


———_———— 


— 
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Bubblainians 


Design 


The residents of Bubblaine. The shells on their 
backs allow them to hide when necessary. 


Rough Sketches 
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Retro-style > 
Swimwear 


Coach Design Gold shell 


Preliminary Designs 


Jellyfish people 


DESIGNER'S NOTE 
The Seaside Kingdom design was influenced by 
French style—hence the stripes and escargot motifs. 


The tourist trade has made Bubblainians quite 
wealthy, so we gave them accessories for an 


aristocratic air. They are smaller than residents of 
other kingdoms, so we added some pizzazz to their 
movements: their eyes bug out, their mouths flop, 
and they hide in their shells when frightened. 

The Lake Kingdom also has a water theme, but we 
were able to distinguish the residents with a shell 


Jellyfish person 


Octopus + mariner 


motif, giving them an otherworldly strangeness 
different from the fantastical nature of Lake Lamode. 
These residents have a mostly calm disposition, 
and only the volleyball coach demonstrates any 
kind of passion. But no matter their attitude, all 

Bubblainians share a love of luxury. 
Character Artist Akiko Hirono 


& NOTES 
The Laid-Back 


Loc 


als of the 


Seaside Kingdom 


No Bubblainian would be seen without 
their gleaming necklace or sparkling shell. 
Their relaxed personalities likely contribute 
to the tranquil vibe of their kingdom. The 
resort business makes up most of the 
industry in Bubblaine. It is common to 
observe a Bubblainian offering hospitality 
to guests or advertising the resort in other 
kingdoms. Many of their kind also have a 


passion 


for volleyball. 


The Bubblainians are a chill and cheerful people. 
Their dewey skin seems to be the result of the 
carbonated waters. 


They tend to stretch their eye stalks and retreat 
into their shells at the slightest hint of danger. 


Mario gets a chance to dance with these sea 
people. Change into his resort wear to get the 


party sta 


rted! 


& NOTES 


Versus the 
Volleyball King 


Go to the Beach Volleyball court to get one- 


on-one 


lessons from the full-time coach. 


His bronze skin matches the shimmering 
sands. When he spots potential challengers, 
he'll shout, “Get on the court!” 


The volleyball coach exudes an air of expertise. 


Or perhaps it’s the odor from his trademark 
straw hat... 


chapte 
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Designs 


Test 03: Curly tentacles 
(1 \ Test 04 


a 


Rough Sketches 
23h 


Gushen 


A foe that attacks by shooting 
out the water surrounding its 
body. Capture one and use 
this ability to zip around the 
kingdom. 


Captured version Exposed version 
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Clowntish entlosed-an 
coral-shaped water. 
ex 


Design 


2.5 meters 
———_> 


Maw-Ray 


Giant creatures dwelling in 
the underwater caves. They 
pop their heads out and bite 
anything that comes close 
to their dens. 


@ Inside mouth 


Cartoon style 
SF 


J 


& TIPS 


Go, Go, 
Gushen Mario! 


It's fight and flight when Mario Captures a 
Gushen! While the Cheep Cheep is still the 
best bet for underwater exploration, the 
Gushen takes the cake for travel above the 
water's surface. But beware, using up all the 
water surrounding it will render a Gushen 
almost immobile. 


on 


Use the water spray to move horizontally or 
vertically. Shift between planes for the most fluid 
movement (pun intended). 


Spraying drains the water around the Gushen, 
reducing it to this floppy form when it dries up. 
Find some water to get it back in gear! 


@ TRIVIA 


A Loyal Companion 
from an Era Past 


The Nintendog uses its famous sense of 
smell to track down buried objects. 
When it sees Mario it comes running, 
following him near and far. It makes an 
appearance in many of the kingdoms, 
put in special cases it may watch the 
Odyssey for our heroes while they're off 
adventuring. 


Nintendog’s always up for a little fun! Throw 
Cappy for a quick game of fetch. 


= ae ee eS 


Expect it to curl up for a nap next to a sleeping 
Mario. Does it get any cuter than that? 
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* Playable 

Final blow on Mollusque-Lanceur Ill 

{either = strike from above, or shot from the front with = 
water bullet). 


An irritated Mollusque-Lanceur Ill on top of the glass 
(view follows cork). 


%* Cutscene starts 
Close-up of Mollusque-Lanceur's face. 
Face Is damage worn, on the verge of death. 


: : G He becomes aware of the cork and starts to freak out. 
When Mario pops all four corks, they're sent smashing 


into this boss's head, provoking him to fight. He flies ae 


iri i i The screen goes white Seems to shake and swell. 
aroun vee) mmisslics: upon the sound of impact... Camera switches from close-up to low angle (So he can fit 
on the player screen). 


Player's footing becomes unstearly .. . 


The cork strike Is seen for a moment . .. 
Mollusque-Lanceur has swollen to bursting. 
Camera at a low angle (so ma not to show the floor). 


7 == After a moment... 
Cork flies upward. 


Mollusque-Lanceur Ill bounces back and wobbles, 

swaying to the left (center of mass leans to the left, timbs remain 
‘on the glass). 

Mollusque-Lanceur Ill explodes with = bang. 
Screen goes black (or white?) 
Wobbles to the right... 

(His center of mass moves to the right, limbs stay on the glass.) 


Multi Moon flies in am arc (as if It flew out of Mollusque-Lanceur Ill). 
Mario flies after it, screaming, 

toward the Glass Tower (doesn’t show the landing). 

Camera at a low angle, doesn’t show the ground. 

@ Cutscene from here 


(Consciousness gets hazy. He can't hold himself up anymore.) 
Falls listlessly off to the front right. Limbs come off of the glass. 


Boss seen falling at high speed. 
(Camera follows at a slightly slower speed.) 


Splashdown! 


Playable from here 
(Camera shakes after a slight delay.) 


Multi Moon and player atop the Glass Tower. 


Mollusque-Lanceur Ill shows the weak point on his head. 
Head seems to clear up. 
(Camera has a slightly low angle.) 


Swings his cape around into a pose! 
I>‘ He looks peeved! 
= (Camera zoom! Make it took like m= angled pose shot.) 
~~ Battle start! 


Design Ideas 


Cm ne ey te Bert he meee nent ae dn teeta nad 


This giant aristocratic octopus lives in Bubblaine. 
We tried to emphasize his noble and extrava- 
gant air by matching him to his surroundings, 
designing a gaudy octopus with blazing gold 
hair and ostentatious style. The rainbow sheen 
of his skin was one of the many areas we focused 
on. | liked the noble hat he wore in the design 
document, but since it comes off quite early 
on, you don't get much of an opportunity to 
see it. His pompous appearance made him a 
fun character to create. 
On the other hand, | enjoyed his comical per- 
sonality, like the idiotic way he grips the straw 
with both hands when slurping the Sparkle 
Water, or how he puffs up and gets all imperi- 
ous when offended. Considering he shares the 
same purple coloring as the smaller Gushens, 
perhaps there's some family connection... 
Character/Concept Artist Akane Yoshida 


STORY 


A Brigadier 
Beast Occupies 
the Glass Tower 


Mollusque-Lanceur sets up camp on the 
Glass Tower, sucking up the Sparkle Water 
with an absurd bendy straw. Having their 
national specialty stolen makes the 
Bubblainians as upset as they've ever been. 
Get this boss battle going by popping the 
corks that Bowser used to plug the pillars. 


Hitting Mollusque-Lanceur with four corks 
knocks him off the Glass Tower, sending him 
into a rage that sets the fight in motion. 


TIPS 


A Gushen-on-Gushen 
In-Flight Fight 


Mollusque-Lanceur moves through the 
air like a fish through water, forcing Mario 
to capture a Gushen if he wants to keep 
up with his foe. The Brigadier’s head is his 
weak point, making the Gushen’s vertical 
spray a good method of attack. 


The daunting dauphin fires shells and missiles 
to attack. Weave between his attacks and aim 
for his head! 
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Mario and Cappy arrive at the Luncheon 
Kingdom in the latter half of the game. 
From the dangerous lava to the catchy 
cooking mechanics, this stage has plenty 
of action-packed elements to it. While it’s 
a tense area to traverse, the cartoonish 
world offers a fun ambiance that keeps up 
the energy on this adventure. Capturing 
a Lava Bubble changes a traditional Mario 


DESIGNER'S NOTE 


hazard into a helpful tool and drastically 
expands the range of places you can go. 
The topography changes dramatically 
as the story progresses. A colorful city 
center, peculiar locals, and the Volbonan 
Capture mechanic are just some of the 
many amazing elements packed into this 

single stage. 
Director Kenta Motokura 


WORLD DATA 


Population: Plentiful Currency: Tomato shaped 


Size: Buffet Industry: Food, minerals 


Locals: Volbonans Temperature: Average 93°F 


Mario and Cappy continue their chase through the 
vibrant terrain of the Luncheon Kingdom. The unusually 
massive ingredients and sizable pots never fail to catch 
visitors’ attention. The cuisine, cooked with piping-hot 
lava and volcanoes, receives high praise. 


Power Moons’ Regional Coins 


® You Are Here D 
* Checkpoint Flag = 
# Current Goal 

© Shop 
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Concept Art 


These ideas and rough sketches were 

made after the Luncheon Kingdom was a 

put together. The landscape shows little ie a 
subtlety in its colorful presentation. 


oF 


— Min 
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Preliminary Design 
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| DESIGNER'S NOTE 


The Luncheon Kingdoms role is essential: to 
show the breadth of this game's design, acting 
as a land in direct contrast to the photorealistic 
» Metro Kingdom. As development on the 
Metro Kingdom progressed, we tried to make 

the Luncheon Kingdom as cartoony as 

possible to widen the visual contrast between 

them. We also wanted to deviate from the 

rugged red tones of traditional lava stages, 

going for a cute design concept that resulted 

in pink lava and pastel hues. 

Art Director Rikuto Yoshida 

; 
| 


Wanting to give the impression of a cute 
hand-drawn illustration, we strove for broken 
lines in the blocky vegetables and volcano 
shapes. We paid special attention to the color 
scheme to allow for an abundance of different 
shades, using fine chromatic gradients and 
bright hues. We also ensured that everything 
maintained a visual “deliciousness” suitable 
for the Luncheon Kingdom. Other possibilities 
we considered were having the lava turn into 
a marble pattern as the story progressed or 
making stew fly out of the giant pot on the 
volcano. A lot of trial and error went into this 
kingdom, but I’m happy to say the result was 
well worth it. 

Field/Concept Artist Asami Inoue 


Rough Sketch 
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Would \ylue meal 
look poisonous: 


« 


Beef stew, 


cream 


- Contoured to prevent it From falling apart 
- Sandy recesses = potato texture Skin 


2h2 


@ NOTES 


Ruins of an ancient fortress surround the 
entrance to the kingdom. Soak in the 
history as you explore the area. Mount 
Volbono’s residents help Mario reach the 


top of its high walls. 


The entrance makes use of the old fortress. 
Searching its nooks and crannies is sure to yield 
some new discoveries. 


cm oe se 


A mound of salt carried here by the wind. It may 
hide something deep within. 


The resident 
Volbonans stab 
themselves into 
the castle walls 
to sleep. Feel 
free to make 
use of them! 
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Preliminary Design 


Preliminary Design 
Building Designs 
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Shop sign used 
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Add small ingredients and 

show them simmering. 
—PNo reaction when throwing in turnips 
(won't break if it hits other ingredients). 
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Salt Lump Design - Cheese Rock Design Pot Design 


Breakable blocks are also cheese? 
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Volcano 


A large mountain in the center of 
the kingdom. Food is prepared in 
the gigantic pot floating on the 
erupting lava. 


STORY 


Moving the 
Massive Meat 


A huge slab of meat sits ina high-elevation 
storehouse. It has been covered in salt and 
left to cure for use in the Stupendous Stew, 
but an ominous shadow looms over this 
precious ingredient ... Mario and Cappy 
can go check this out for themselves. 


, Wavering 


Pre ae 


Rough Sketch 


Big Pot Design 


Layout Concept 
Vegetable Design 
Mountain Cross Section/ Zucchini 
Topography [Extremely slippery} a 4 
Slick, add no grooves ~ . 
Grab COmUlneeen ‘9 » Cookatiel flies around the Meat Plateau. Dropping 
Platform Design as footholds " the meat in salt prompts the birdbrained chef to 
a » ™~ carry it off toward the volcano. Perhaps the fact 
[Platform] 3 : } : that this meat finishes the Stupendous Stew 
‘ : : , means that what Bowser pilfered was still 
Sand-like material ; incomplete? 
(Flour?) a 


Rock coloring, 


om . A Stupendous Stove 
' y for a Stupendous Stew 
Stripes on volcano formations rise toward the center ditferences in elevation The kingdom's famous Stupendous Stew 


panier Iadeee au is cooked in this big pot. The large vege- 
et tables grown on Mount Volbono are 


. incredibly tough, requiring the heat of an 
Cave Rough Sketch ‘ Potatoes active volcano to cook them properly. 
a . 
. inser as 
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Adding meat completes the dish. 
Skinned No skin, 


(pale color) 9p side only 


[Wall Jump surface] we - or a ) y & NOTES 


4, 


\ 
This should 
be thicker... 


\ 
B cong ne Just one design would make it seem like 
ont reused assets after a while, so we 
"a von should make two designs... 


The lava cannon at the summit of the mountain 
route will launch Mario toward the large pot. 


Meat Design 
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Volbonans 


The locals of Mount Volbono. 
Their bodies look like forks, 
but they have a variety of 
heights and head colors. 


Rough Sketches 


pz —- 


 saseieaientiemaanizeaneiehiendeiteaeaammmemanenate 


DESIGNERS | NOTE 


The blocky and flamboyant Luncheon 
Kingdom is a world of its own. When we 
considered a cooking-utensil motif for the 
locals, we proposed a group of sentient 
forks that walk on their tines. At the same 
time, we conceived the idea of Volbonans 
sleeping in the walls, which helps Mario 
vault around the level. They had a variety of 
expressions during production, but in the 


ees cet mth tore a ve 


out when it Spea 
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ks Really 


Bac; 
c Temple guardians 


Resting 
fork man 
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end we limited their facial features dramat- 
ically to add asense of surrealism that made 
it hard to tell what they're thinking. 

As the story progresses, some can be 
seen preparing food. The Volbonans have 
a bit more pep in their step when they're on 
the job, as players can see for themselves! 

Character Artist Akiko Hirono 


Design Concepts 


Mag mato A foe that tumbles slowly toward Mario. Hitting 


one makes it erupt into a pool of lava. 
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Lava 
Bubble Balls of flame that leap out of lava. Capture 


one to glide along the lava's surface. 


Designs 


3. Sideways rotation would feel 
strange during Capture. 


Try sticking to front rotation. 


1. Changes direction as soon as it’s Captured. 


2. Easy to move f 1} Os 
| when Captured. 


— Fall speed slows 
(under consideration). 


|) lj 
Ls zgfont ' Fro 
@) Check at ars 
\i i the top of 
| the jump! 


Birds Animals that live on Mount Volbono. They often 
gather around the large veggies in Peronza Plaza. 


Small birds in the Luncheon Kingdom ave coated in salt. 
Knocking the salt off reveals its real body? 


ee 
\ 
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Rough Sketches 


& 


& TIPS 


The Strange Sleeping 
Style of the Volbonans 


Volbonans stab themselves into the walls 
to sleep. You might even find them stuck 
into the walls of other kingdoms. If Mario 
talks to them, they might comment on how 
comfortable it feels to be there, if the loca- 
tion warrants it. Capture one to pole vault 
yourself in the direction of your choice. 


y 2 


A Volbonan stuck in the wall. If you take a closer 
took, its eyes actually flicker open occasionally. 


& NOTES 


The Cuteness 
of Fluffy Fowl 


The small birds that inhabit the Luncheon 
Kingdom are round and white. Maybe the 
plethora of tasty treats made them plump 
up, or perhaps their bodies are covered in 
salt? Opinions on the matter are divided, 
but the truth is yet to be discovered. 


They sure took cute! Still, they might be too 
hefty to sit on Mario's nose... 
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DESIGNER'S NOTE 


Everything in the Luncheon Kingdom was difficult to damage, so we ultimately gave it a 
designed to be cute, and Cookatiel is no meatier appearance. We made its feathers 
exception. Its googly eyes and goofy wings slightly blocky and rectangular. 


make it look like a stuffed animal, but in the end This offered a fun contrast between the round 
it became more peculiar than cute. In that body and the feathers. Its fluttering feathers look 
sense, the design creates an interesting accent like confetti, and its tail resembles ticker tape, 
to the overall aesthetic. We tested a blocky giving it a half-manufactured appearance that 
appearance that matched the surrounding stands out from the norm. 

topography, but this made it look hard and Character Art Lead Sho Murata 


Concept Sketches 


Cookatiel Mario battles this boss in a massive pot. It attacks by spitting up vegetables and 
lava. This bird's motives are a mystery when it appears before the Stupendous Stew. _ 


Rough Sketches 
Boss Battle Victory Storyboard 
Lava Battle Ending Cutscene \/2 Lava Battle Ending Cutscene 212 

Head wobbles left and right. Eyes Q = ro A moment after the spray... 

rotate in head. fl ra wn my 

® Ca! | 
a By Stars fly around x a i) 
its head. Cr =) “800M” 
- vi Explosion in the stew. 


Ne, : 
74 1 4 A column of stew erupts. 


fops up with 
the spray. 


(Camera starts to pull back.) 
Wobbles up and down, 

wings Flapping frantically. 
Gradually falls toward stew. 


Stops on the soup’s surface. Cutscene ends. 


> Flies to sek location Ceutscene?), 
followed by player camera. 


| Musters up strength and 

| starts flying upward. 
Flapping stops. 

(Flap flap flap flap..‘tep./up 

(SPLASH!) 


y | Spray flies up, stays on frame 
until the waves subside. 


Concept Design 
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Attack of the Ruined Dragon 


At last, Mario and Cappy make their way toward Bowser's Castle, since the King of the Koopas has 
finally obtained everything he needs for his wedding. But as they approach, an ominous shadow 
looms over the Odyssey. Not only has Bowser come to intercept them, but he’s brought an immense 
dragon along for the ride. An attack from this winged beast sends our heroes crashing into the land 
of Crumbleden. There they must face off against the titanic beast known as the Ruined Dragon. 


re vf 
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DESIGNER'S NOTE 


The Ruined Kingdom marks the second 
time that Mario and Cappy have to 
make an emergency landing in the 
Odyssey. This unexpected event pro- 
pels the game toward its climax. 
During development, Crumbleden was 
intended to provide contrast to the 
Cloud Kingdom. Based on the idea that 
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Unknown Unknown 


Population currency: 


Size Unknown _ Industry Unknowr 


Locals Unknown Temperature Average 68°F 


: 


there are places yet to be seen all over 
the world, we tried to present something 
that hadn't been captured by previous 
Mario worlds in the decayed buildings 
and the Ruined Dragon boss. The stage 
itself isn't a big one, but | still feel that it’s 
rather impressive. 

Director Kenta Motokura 
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Conce pt Art These concept sketches were drafted once the kingdom was put together. 


The full moon floats in the darkness, and a giant tower comes into view. 
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Preliminary Design aS “y 


Rough Sketch 


Preliminary Design 
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Sword Design 
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Ruined Dragon 


A gargarituan dragon fought on the giant tower, 7, 
The fearsome creature attacks with lightning bolts. 


DESIGNER'S NOTE 
Each kingdom in this game is distinct from 
the others, and from the very beginning we 
had ideas for a medieval fantasy world 
complete with a dragon boss. Even so, we 
had some difficulty deciding which direction 
to take this. At one point, scheduling 
difficulties made it seem like the stage idea 
itself would fall into ruin... Still we found a 
gameplay style we could agree on and 
somehow made everything work in the end. 

Like the T-Rex and Sphynx, we aimed to 
make a by-the-book dragon design that 
would offer players a realistic surprise. Both 
its looks and the gameplay made this boss 
difficult to assemble, and you could often 
hear the stage lead uttering their own cries 
of woe. Despite the difficulties, though, | 
think this stage is a fine addition to the latter 
half of the game. 


This stage creates a sudden visual shift in the 
second half of the game, so it was purpose- 
fully constructed to be the most out of place 
among the kingdoms. Instead of designing 
our own original dragon from scratch, we 
went for as stereotypical a design as we 
could manage. Given that the gameplay 
requires you to climb on its face, we had to 
give the dragon a design not only distinct 
from the walls and floors, but a head shape 
that clearly resembled a dragon from a dis- 
tance and looked climbable from up close. 

The samurai-style helmet on its head acts 
as foreshadowing for the next kingdom. Ever 
since | was a kid, I’ve wanted to design a cool, 
classic-looking dragon, so my inner child 
must be overjoyed. 


Rough Sketch 


Rough Sketch 


@ NOTES 


Lightning Gathers 
an the Giant Tower 


The largest tower was supposedly built at 
the center of the kingdom as a lightning 
rod of sorts. The residents would call 
something to the tower's altar and use 
lightning to inflict punishment. After the 
fall of the kingdom, the tower could no 
longer hold up against the onslaught of 
lightning that followed. 


The ruined tower. It looks like a monster with its 
mouth agape, instilling a sense of trepidation. 


O) STORY 


Ruined Dragon, 
the Lord of Lightning 


The Ruined Dragon attacks Mario and 
Cappy, forcing them into a decisive battle. 
The body of this powerful foe is much too 
massive to be viewed all at once. A 
Bowser-shaped helmet sits on the dragon's 
head; removing the stakes to knock it off 
will expose its weak point. It would seem 
the creature has attacked Mario on 
Bowser's orders. 


Wait for the Ruined Dragon to take a breather 
so Mario can climb on its head and remove the 
Bowser helmet. 


Here Mario gives you an idea of how big its head 
is. The dragon is so massive that you can’t even 
see its lower half. 
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Preliminary Design 


How about an enemy in a style like this... 
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DESIGNER'S NOTE 


We wanted to go for a castle with a unique 
design suitable for this game, hence the 
Japanese-style construction of Bowser’s 
Kingdom. The fact that Bowser built a new 
castle for Peach reveals the depths of his 
commitment to his wedding preparations. 
We designed the stage so it was easy to 
navigate and find Power Moons. It’s con- 


composed the stage like a Super Mario 
Galaxy level, leading players through 
obstacle after obstacle to create a sense 
of both speed and fulfillment. 

The stage is packed with fresh new con- 
tent. The Pokio offers new gameplay 
actions with its Capture mechanic, and the 
stage itself is set up like a festival to cele- 


ingdom 


ate 
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structed as a straight path to Bowser out 
of deference to eager players. We also 


brate the marriage. 
Director Kenta Motokura 


; 2BOwSsers Castle (— 
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Population Middling Currency: Oblong 


Size Sprawling Industry Hanafuda cards 


ocals Stairface Ogres Temperature: Average 79°F 


BOWSER’S 
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Concept Art 


These ideas and sketches were made 
after Bowser’s Kingdom fell into place. 
We considered several fortress designs. 


DESIGNER'S NOTE 


The choice to give Bowser’s Kingdom a Japanese 
motif was decided in the early stages of produc- 
tion. There have been Japanese-style stages in 
previous games, but we aimed for a more real- 
istic presentation. The designers started by 
studying the basics of Japanese architecture, 
then went about designing elements that incor- 
porated those particular features. Profuse clouds 
make the area seem to float in the sky, giving the 
whole thing the feel of a Japanese painting. We 
chose a color palette faintly reminiscent of the 
Mushroom Kingdom. 


Rough Sketch 


We wanted to fully integrate the Japanese 
style, but | was honestly shocked for a moment 
when | received the proposal to add Japanese 
Kanji all over the stage. Considering how dis- 
tinctive this theme is meant to be, | thought the 
idea would certainly turn a few heads, so | 
decided to go along with it. That commitment 
led to more than a few new ideas, like the 
Bowser statues. 

Art Director Rikuto Yoshida 
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Concept Art Rough Sketch 
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A shop in the district before the 
Main Courtyard offers souvenirs. 
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Note: At the idea stage. 
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Adjust colors while prioritizing visibility. 


The souvenir shop sits in the small garden 
before the Main Courtyard. The area is 
devoid of enemies, offering a moment to 
unwind before entering the heart of 
enemy territory. 


A souvenir ane run in by a New Donen The ee 
of foot traffic seems to bother him . 


Entering this special room takes Mario to a 2D 
area painted on a folding screen. 


& TIPS 
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Cea wral C A - 
stand stoic / 
These statues create a tranquil aesthetic. 
With eyes closed and mouths unmoving, 
their appearance piques observers’ 
curiosity. Some statues lack a hat. 


By throwing Cappy onto the hatless statues, Mario 
can clomp around in statue form. The stone face 
transforms into that of Mario. 
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Castle Tower 
Rough Sketch G) 


Note: Details ave temporary. 


Might ve too much together with 
Bowser’s head, so maybe do without it? 


- Linked dynamic motion offering 
good visual impact 
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might be nice. Put Bowser s 
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The main tower of Bowser’s Castle has three 
central design concepts: Japan, celebration, 
and Bowser. 

The art director requested a design that 
wouldn't look out of place to a Japanese per- 
son, So we used Japanese castles and shrines 
as reference points. The complicated wooden 
framework that supports the tower roof con- 
tains elements unique to Japanese architecture. 
The bold placement of Bowser statues really 
makes an impact. The fasteners and small 
decorations on the building include details to 
fit the Bowser aesthetic, like spikes and chains. 
For the color scheme we emphasized the red 
and white used in Japanese celebrations, the 
gold used in Japanese handicrafts, and the 
black and green reminiscent of Bowser himself. 
The massive flags were based on sails from 
pirate ships, and the Japanese character 
for “congratulations” was added to them. The 
fabric is like that of a white silk kimono and is 
adorned with an elegant Bowser pattern. 


= 


Flags and lanterns decorated with the 
Japanese character for “congratulations” 
dance to festive music in the Main 
Courtyard, as if to celebrate Bowser’s 
wedding. The castle guard is stationed in 
the area where their sovereign waits. 
Vertical ramparts riddled with tricks and 
traps impede intruders’ progress. 


ay 


Security is tightest in the Main Courtyard. Break 
through waves of enemies and roadblocks to 
climb to the top. 


The gaudy flags all around celebrate Bowser's 
big day. 


Wy ah 


the heavens’ are written here. Reading them 
aloud actually sounds out the word “Koopa.” 


& TIPS 


Mini Goombas not only roam the stage 
but also pop out of the ground or broken 
boxes. They may be small, but they're a 
pain to deal with in groups. Use Mario’s 
Cap Throw to take them out in swaths. If 
you manage to stomp on eight in a row 
without touching the ground, you'll 
receive a heart for your efforts. 


Mini Goombas appear from unexpected places. 
When they're clustered in groups, deal with 
them alt at once. 
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Designs 


Stairface 
Ogre 


These foes attack Mario 
on sight and try to hit 
him with their large 
wooden hammers. 


Back side of 
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Design 


Pokio An enemy that stabs at Mario with its long beak. 
Capture one to wield that spear-like beak too. 
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Preliminary Designs 


& TIPS 


Facing the Fierce 
Fortress Gatekeeper 


The Stairface Ogre uses its frightening 
appearance to discourage would-be 
intruders. When it detects one, it shows 
no mercy in attempting to flatten them 
with its two-handed mallet. The scar on 
its forehead is a mark of honor for its 
loyal service, but it also acts as a weak 
point, especially when stabbed with 
something sharp. 


The fearsome Stairface Ogre can move only in 
straight lines, so maneuver diagonally to escape 
pursuit. 


Jump up to its head after it brings the mallet 
down. Target its weak point with a Ground Pound. 


& TIPS 


The Pokio’'s 
Essential Skills 


The Pokio’s abilities are necessary in scal- 
ing the many vertical surfaces of this 
kingdom. Stab its beak into soft walls, then 
pull it back and release to flick it in any 
direction. This beak is also excellent for 
offense, allowing Mario to stab at foes or 
knock away firework bombs. 


Stab soft walls to bounce around and climb 
vertical areas. 


if ~~ S 
Stick its beak into small crevices to draw out any 
items hidden inside. 
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A giant mech piloted by the 
Broodals. Its arsenal includes 
firework bombs and pinwheels. 


27h 


DESIGNER'S NOTE 


The RoboBrood is a mobile fireworks launcher built 
for Bowser’s wedding. Japanese elements we 
added to the design to match the style of Bowser’s 
Castle. The Broodals themselves were placed in all 
of its weak points to give the sense of an ultimate 
showdown. Festival towers and shrine-like con- 
struction elements were added for Japanese flavor 
while maintaining the robot's clockwork aesthetic. 
Wood and metal are visually distinct to show players 
where to stab with a captured Pokio. Given the 


camera returns to Mario. 


and gasps. 


the RoboBrood appears from above. 


camera cuts 
Each strikes a signature pose. 


After seeing Bowser'’s Airship fly away, the 


Mario notices something in the sky above 


The camera pulls away from Mario, and 


The Broodal pilots are shown through 


escalation of this latter half of the game, we went 
for an extravagant design that’s sure to impress. 
Each time its legs are broken, it falls over in a dif- 
ferent position. The designers considered many 
poses to see which ones would be the most fun to 


climb. A bunch of the poses are quite comical. | | 
honestly wanted to use them all, but we chose the | 


ones that translated best into gameplay. 


Character Art Lead Sho Murata 
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1 chooks Fireworks 


The camera cuts to the back of the 
RoboBrood. 

The camera then swings around to the front 
of the RoboBrood while it stomps around 
menacingly. 


Tha RoboBrood fms off six firework bombs. 


The six all explode together 
(bigger explosion than in actual battle). 


‘4 The camera zooms in = bit on the face 

from a low angle to give = sense of its size. 
The battle starts as the fireworks go off. 
The fireworks act as # backlight for the 
RoboBrood. 


Camera pulls back, and the battle begins! 
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Just when Mario and Cappy catch up to 
Bowser, he makes a narrow escape. A 
giant mechanical monstrosity appears in 
his place. This is the RoboBrood, piloted 
by all four Broodals together. 


A clockwork mech controlled by the Broodals. 
Its face is made to resemble Madame Broode. 


The RoboBrood is a troublesome foe. Its 
cockpits are too high for Mario to reach 
on his own, and its feet and firework 
bombs are fearsome indeed! Capturing a 
Pokio will solve all of these problems: 
knock the mech’s bombs into its leg armor 
and create access to each Broodal pilot. 


NG Hh des 
Break the teg armor, climb the body, and take 
out the Broodals one at a time. 
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DESIGNER'S NOTE 


The story finally reaches its climax! 
Fueled by Power Moons, the sail of the 
Odyssey expands into a full-moon shape, 
enabling the heroes to head to the Moon 
Kingdom. The wedding bells tolling from 
the far-off Wedding Hall should give the 
player a sense of urgency. 

In order to craft an action-packed 
climax, we built the level using the various 


Capture actions from previous kingdoms 
in rapid succession. We wanted players 
to experience a special tension in the 
confrontation with longtime rival Bowser, 
reflect back on the long journey through 
the escape from the underground caverns, 
and feel the excitement that comes from 
the start of a new challenge. 

Director Kenta Motokura 
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These ideas and rough sketches depict 
facilities on the lunar surface, giving life 
to the kingdom. 
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The Moon Kingdom's motif is clearly space, but not 
the dazzling space that appeared in Super Mario 
Galaxy; instead, we planned a stage set in the dark 
vastness of a more realistic vision of space. We 
emphasized the isolation one would feel in the 
farthest reaches of the world and aimed to make the 
entire region symbolize a wedding hall. 

When you look behind you, the planet you explored 
on your journey shines big and bright on the horizon. 


Many initial sketches placed the planet in front of the 
player, but we ended up moving it behind in order 
to show players the correct way to go. In exchange, 
the sun was placed in the player's path, offering a 
hint that the goal Mario and Cappy strive for is close 
at hand. The monochromatic Moon Kingdom 
vaguely recalls the scenery of the first stage you visit, 
the Cap Kingdom. 


o) STORY 


This kingdom is found on the moon, far 
beyond Mario’s world. Once a barren 
wasteland, the Moon Kingdom has been 
divided into three different regions: 
Honeylune Ridge, Rabbit Ridge (the Dark 
Side), and Culmina Crater (the Darker Side). 
At the wedding hall on the far hill, Bowser 
prepares to force Princess Peach into 
matrimony. 


A silent kingdom of bright rock under dark skies. 
The wedding hall looms off in the distance. 
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Some say the frog at Honeylune Ridge was 
brought over by the area's original colonists. 


& NOTES 


The gravity on Honeylune Ridge is much 
weaker than in other places, increasing 
Mario’s jump ability and slowing his 
descent for a floatier experience. Gravity 
feels a lot more familiar in the Under- 
ground Moon Caverns. 


Mario's already impressive jump gets even 
higher! He'll slowly float back to the ground. 


Throw Mario’s hat and jump on it to turn his High 
Jump into a Super Jump! With this handy trick, 
Mario can cross even the widest ravines. 
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in these lava-filled caves is stronger than that on the lunar surface. 


pve fst as 
Moon Kingdom Caves entered from an unassuming hole in the Quiet Wall. The gravity & 
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Astro-Lanceurs hover on the kingdom's 
surface and Moonsnakes slither across the 
ground. Both recall certain enemies 
encountered back home, suggesting extra- 
terrestrial origins for some denizens of the 
TT Seaside Kingdom. 
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These foes float along the lunar surface, firing missiles 
at Mario. Their heads are an obvious weak point. 


Moon Kingdom foes strongly resemble those 

found in Bubblaine. 
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The stronger gravity of this perilous zone 
sends careless players into the lava. Overcome 
the fierce onslaught of foes, Capturing 
whatever you can to return to the surface. 
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A rematch with Madame Broode awaits Mario at 
the end! She's looking to avenge her fallen 
Broodal underlings. 
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Wedding 
Hall 


A pure white building situated 
ona small hill. This beautiful 
venue is used for wedding 
ceremonies. 


Design Concept 
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Moon Kingdom 
Desian Concept 
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Exterior Design 


Decoration Designs 


@& NOTES 
Beckoning 


a 


Bridal Blessings 


The alabaster wedding hall stands on 
Honeylune Ridge. Legends say there’s a 
goddess on the moon and this hall was 
built to receive her blessings. A large bell 
is installed in the tower, and its knell pierces 
the silent kingdom whenever a wedding 
takes place. 


A red carpet leads up to the hall from Ever-After 
Hill, resembling a wedding aisle. 


Blue stained glass windows highlight the white 
building. They reflect the beauty of a certain 
blue planet... 


A large bell rings out across the land. All who 
hear it know that a blessed union is taking place. 


@& NOTES 


The Beautiful View 
from the Wedding Hall 


A picturesque tableau stretches out 
before the Wedding Hall. It’s definitely a 
sight to behold! The chance for couples 
to exchange vows in front of their home 
planet makes this a popular spot to hold 
weddings. You have to hand it to Bowser 
... He’s got good taste! 


The view from the Wedding Hall. The planet 
peeks out beyond the horizon. The cerulean 
sphere is a marvelous sight. 
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Mario and Cappy finally catch up to 
Bowser! Good timing, too, as inside the 
hall Bowser attempts to place the Binding 
Band on Peach! The final battle to rescue 
Peach and Tiara starts here! 
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DESIGNER'S NOTE 


The Wedding Hall is a marvelous building, standing 
in the void of space and designed with a sense of 
mysticism in mind. We referenced Gothic buildings 
when adding the dense level of detail to the hall. 
We looked for the perfect balance between finely 
crafted ornamentation and the silhouette of the 
tapered roof, paying particular attention to the 
thickness of the pillars and the angle of the roof. 
The whole design is laid out vertically, as opposed | 
to the horizontal feel of Peach’s Castle. The 

' building also vaguely resembles a rocket, well 
suited to the lunar setting. The design combines 
curves with a linear building and almost geometric 
reliefs. It was difficult to maintain the balance 

_ between the pattern’s work and the building's 
shape. 

The detailed reliefs resemble a wedding dress’s 
delicate embroidery, giving the entire building a 
lovely, almost sentimental ambiance. The white 
flowers decorating the walls of the hall are from 
the Soirée Bouquet that blooms in the Wooded } 
Kingdom. Items from every kingdom decorate the | 
space. Try to find them all! 
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@ Snow Kingdom 
Frost-Frosted Cake 


Rough Sketch 


@ Luncheon 


Koopa Celebrating Bowser's Wedding 
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Decoration Designs 


280 


In Super Mario Odyssey’s final confrontation, Bowser and Mario fight with the fate of Princess Peach 
on the line! Compared to the clash in the Cloud Kingdom, Bowser brings a greater arsenal to this fight. STORY 


Bowser faces off against his uninvited 
guest in an arena below the wedding hall. 
The cunning king has powered up since 
the battle in Nimbus Arena and displays a 
wider variety of attacks. Still, he is no 
match for Mario and Cappy's combined 
abilities. With Peach safe and sound, this 
should be a happy ending, but .. . a final 
crisis is yet to come! 
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The final battle with Bowser begins beneath the 
hall. “It's time for you to make like a bouquet and 
get thrown out!” 
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Bowser fights with all his might, throwing 
dummy hats and breathing fire! 


Bowser may be down for the count, but falling 
Moon Rocks destroy the ground beneath their 
feet, sending everyone tumbling into the caves 
below... 
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Capture Bowser to escape from the 
crumbling underground caverns of 
the Moon Kingdom. 
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| DESIGNER'S NOTE 


The climax’s chaos required us to plan a tonal shift 
that would create a change in the player's mood. 
With the director's help, we closely examined the 
color palette that would accompany the changes 
in setting, assigning tones that would raise the 
stakes as players head toward the finale. The main 
characters’ appearances change again during the 
climax—Capturing Bowser, showing his and Peach's 
8-bit forms in the 2D area, and escaping via spark 
pylon. All of these moments were taken from past 
game prototypes or proposals. 

Art Director Rikuto Yoshida 


Each scene in the Moon Kingdom highlights a 
certain color: red in the collapsing cavern and gold 
in the final area. As a result, we needed to make 
distinctive feelings from each color shine through, 
so we created designs toward that end. We also 
gave special attention to levels of brightness: the 
lava-filled caverns are darker, whereas the final area 
shines brightly, as would be expected of the Moon 
Rock core. Through this brightness, we convey to 
the player how the Moon Rocks become more 
concentrated as they approach the center area. 
The downpour of spinning Moon Rocks gives the 
impression of a disco ball, with beams of light 
reflecting off their surfaces. Restricting the radiance 
of the Moon Rock core provides a contrast in 
brightness, and its angular design gives the area a 
special appeal when compared to the Moon Rocks 
placed randomly in the walls. 

Field/Concept Artist Asami Inoue 


STORY 


A Final Fantasti 
Koopa King Scrat 


Tons of Moon Rocks fall from overhead, 
destroying the final battle arena and 
plunging everyone into the underground 
caverns. It seems the moon's energy is 
running amok, causing a cave-in. Capture 
Bowser so everyone can escape together. 


The gang's all here, stuck underground. Wield 
Bowser’s impressive strength to break through 
to the surface! 


Bowser destroys boulders with a single blow. 
Carve out a path and press on! 


TIPS 


A Cavernous Core 
of Moon Rock 


Making their way through the under- 
ground caverns, the group end up at the 
moon's core. Destroy the pillar of Moon 
Rocks and escape before the floor falls out 
from under you! 
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Moon Rocks cover every surface in the lunar 
core. Use the giant spark pylon to escape! 


chapter.2 MOON KINGDOM = 


Storyboards 


DESIGNER'S NOTE 


Ba-bump. 


The ending of Super Mario Odyssey is the culmination 
of an adventure both magnificent and personal. An 
upbeat song plays in the background while the scene 
unfolds: the joy of being reunited with someone you've 
missed, the slight embarrassment that comes with 


thinking of the one you love, Mario and Bowser’s open 
honesty, and Peach’s independence. Through the 
theme of marriage—which had never been addressed 
in the series before—we see another side of Mario, 
Peach, and Bowser. The relationship between the three 
looks like it'll continue for years to come. The odyssey 
they've embarked on is far from over! 


Director Kenta Motokura 
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The Story Ends 


Mario and Peach, Cappy and Tiara . . . and even 
Bowser escape the crumbling lunar caverns. On 
the surface, Mario and Bowser demand that Peach 
choose one of them—and she refuses! Instead, 
everyone returns home, and Peach sets off on some 
solo excursions of her own. 
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| gave many cutscenes somber tones, but the ending 
is slightly different, putting the the three main char- 
acters’ varying states of mind on comical display. The 
long-awaited scene offers a warmth and charm that 
suits the somewhat-anticipated outcome. The light- 
hearted cutscene gives a sense of the wonderful days 
to come after this great adventure! 

Art Director Rikuto Yoshida 
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i Mario's twin brother. He's the host 
of the Balloon World minigame. 


Pose Designs 


DESIGNER'S NOTE 


Luigi hosts the Balloon World minigame. We wanted 
players to feel welcome in this minigame, so we 
gave him a cheerful and casual attitude, like a 
performer passing out balloons on the street. We 


wanted to make it seem like he came directly from 
the Mushroom Kingdom, so in contrast to the 
sticker-laden Odyssey, his satchel sports only 
stickers from the Mushroom Kingdom. One of the 
stickers is actually out of circulation . . . 

We considered a drastic costume change for Luigi 
at first, but we ultimately went for a simple look, 


Rough Sketches 


Tw 04 


= ‘f 


since it would work well against the background of 
this game's world. | wonder . . . including the Luigi 
green, did you notice his balloons are the same 
colors as Super Famicom controller buttons? To the 
many fans who were looking forward to his appear- 
ance in the game, know that the designer in charge 
put a lot of effort into Luigi’s development. 
Character Art Lead Sho Murata 


THE ODYSSEY 
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A rock of condensed energy. They can be unlocked after you 
beat the game, adding new Power Moons to the kingdoms. 


(2) Metal with 
ret lective mirrored 
surface and extra 
brightness. 
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Moon Pipe 


A pipe that appears when a Moon 
Rock is unlocked. Enter and head 
to the new area it connects to. 


Logo is prominent 


Jacket Designs 


Desert scenery front and center 


el Music List 
. eyials 
evry MA . 
case as Noon Rock With this feature, you can listen to your favorite 


songs from the game while you play. 
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Unlocking Storyboard 


Ty 
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Characteristic decorations 
front and center 


Koopa (Freerunning) 


This Koopa challenges Mario to a race. Beating it 
once causes its friends to join in, all fleeter of foot 
than the first. 


Sheds its shell and 
sprints 0 
i maybe it sheds 
its shell midrace 

for aquick yoost! 


. '* Ogle ingtewd 


oe patente! 


Rankings Board Design 


Backward cap Sun visor 


Designs 


co pene . , 
r / 

DESIGNER'S NOTE 

As the name implies, Moon Rocks are minerals 
from the moon as well as the raw component of 
Power Moons. Mario doesn't know about them: 
did they form naturally, or were they created by 
some unknown hand? 

We designed them as supernatural stones, 
steeped in mystery. They “awaken” after you beat 
the game once, so | hope players who stumbled 
' on them earlier approached with curiosity and 

anticipation. 


a 


a ES aR Scere sR SS RR 


FE at the start! 


ne enanrg Sate —— arpa tntthorey 


Rough Sketch 


Backward cap 
+ sunglasses Thief Ninja 


The material comes from outer space, so we added 
details on the rocks’ surfaces to make them resem- 
ble meteorites. We tried adding faint craters to 
suggest they fell from the moon. These rocks look 
like interlacing cubes, like a chunk of pyrite (fool’s 
gold). The sharp cross section is visually stunning, 
but if we didn't give them the proper polish they'd 
look like outdated CG models. The final shape came 
from many layered adjustments. 


Character Art Lead Sho Murata 


soneailli nasties ac anon ceciaaiimmsaaice eens aces 
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& TIPS 


Curious Cubes of 
Otherworldly Origin 


Power Moons are energy sources 
necessary for Mario’s journey. Moon 
Rocks come jam packed with them! How 
these rocks were created is yet to be 
established. They make up the interior of 
the moon, and some of them seem to 
have fallen to this planet. 


‘ . rll 
Unlocking a Moon Rock causes amass of Power 
Moons to rain down, increasing the total count 
in each kingdom. 


a” 


A Moon Pipe appears after unlocking a Moon 
Rock. It is made of the same material as the rock 
it came from. 


& TIPS 


Special Songs 
in the Music List 


The Music List records songs heard on the 
journey, so the more Mario travels, the 
longer the list becomes. You can get new 
songs by correctly guessing the back- 
ground music requested by certain Toads 
or by hitting boomboxes scattered 
throughout the kingdoms after beating 
the game. 


Toads request songs in five of the kingdoms. Play 
the song they hint at from the Music List! 
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o | J la e @) ‘> DESIGNER'S NOTE 
’ | } . eS f f . f f | We felt the Mushroom Kingdom was the to classic gameplay from the heyday of early 
= 


perfect place for players to go after the 3D Mario. 
game's ending. At the beginning of the story, Graphics and gameplay are updated and 


Mario is sent flying from this kingdom, then incorporate elements from previous titles 
ends up in constant motion on the Odyssey. in the series. We hope players recall the 
We felt this would be the best place for him Nintendo 64—era Peach’s Castle, reminding 
to finally take a breather. Peach’s Castle them of the twenty-year gap between that 
from Super Mario 64—a well-known visual— game and this new Mario experience. 

makes a comeback, giving players access Director Kenta Motokura 


ion Ls. | 
Yes PUL ALS je! 


Population: Middling Currency: 64-esque 


Size Widish — Industry: Pipes, tourism 


Locals: Toads Temperature: Average 81°F 


MUSHROOM 
chapter.2 HINGROM 


VESIVINER > NVIE 
For the Mushroom Kingdom, the ideas we settled 
} on were completely different from our initial rough 
sketches. Still, we wanted to create a peaceful and 
relaxing place that feels familiar for Mario to return vious ones, | added detail and textures that could 
to after his long journey. work only with this technology, all while main- 
The image of Peach's Castle sitting on the hill by taining a cheerful hometown atmosphere you'd 
the lake takes inspiration from Super Mario 64, and feel grateful to return to. 
we designed the stage so this iconic building could A traveler from a different land has appeared in 
be seen from any angle. From the same old trees the sketch. The town didn't make the final cut, but 
with individual leaves to the more realistic mush- even in early development we included locals 
rooms, this particular design could be achieved from each kingdom who would come hang out 
only in this game. Many more homages to Mario's after you beat the game. 
history are hidden around the kingdom, so start Charac 
hunting! 


| drew concept art that had a town at the foot of 
the castle hill, with Toads using Power Moons in 
their daily life. To distinguish this game from pre- 


Ideas and rough sketches made after 
the Mushroom Kingdom fell into 
place. Peach's Castle is a recurring 
central feature in these drawings. 
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o) STORY 


Peach's Castle is the symbol of the 
Mushroom Kingdom. It stands in the 
center, presiding over all comings and 
goings in the realm. Toads keep watch 
despite the peace and quiet, ready to 
fend off attacks by a certain nasty king. 
Rare vegetation can be found all over this 
lush green kingdom, including its name- 
sake fungi, which react differently to 
stimuli depending on their size. 


A 


A small river runs through the gentle hills. 
Enemies are a rare sight in this peaceful 
kingdom. 


Mushroom Pond lies in the southwest corner of 
the kingdom. Why not take a swim with the 
friendly Dorrie? 


Princess Peach and Tiara have traveled to places 
unknown. They come back here once their trip 
is done. 


& NOTES 


Hats are all the rage in the Mushroom 
Kingdom, with the local Toads wearing a 
wide variety of headgear. Apparently, 
they're all souvenirs from Peach's travels. 


Toads wearing hats from around the world. 
They're alittle... small for them, don't you think? 
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Fountain Designs 
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Preliminary Design 
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Zz crown Style 


Stone detail 


Faint gold lines Water fn 


/ Water \ 
C droplets ) 


stone relief 
Concept Art 
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@ TRIVIA 


A Sentimental Style 
for the Power Moons 


The Power Moons in the Mushroom 
Kingdom take on the shape of Power 
Stars. These items come from Super Mario 
64, and their power protects the castle. 
The jingle that plays when you get one is 
from the N64 era. Having never seen the 
likes of them before, Cappy is startled by 
these “odd-shaped moons.” 


The same message as always appears, despite 
the star-shaped item. Only in the Mushroom 
Kingdom! 


Wearing the Mario 64 Cap and Suit available in 
this kingdom gives Mario a nostalgic took ... . 


i em 


Engraved with star shapes, the regional coins in 
this area are inspired by the coins from Super 
Mario 64. 


& NOTES 


The Tail Tree's 
Triumphant Return 


The tree with odd leaves and a tail-like 
branch is known as the Tail Tree. Only one 
of them exists in the Mushroom Kingdom, 
and it was previously seen in Super Mario 
3D Land. 


Unique teaves grow on this tree. Mario can even 
sit on the tait-shaped branch! 
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Preliminary Design 


| figured maybe the 
Mushroom Kingdom 
could have a wide 
variety of mushrooms SSX 
Growing in it? 
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Plant Design Mushroom Proposals 
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| this pattern makes it seem = . 
more like an object. Fruit Designs 


Shiny and juicy. 


Bottom iS round. 
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Tree Designs 


+ Realistic texture Combi ra , = « Nedichthe’dyerallishapes . 
: = > ombine Umbrella-shaped atch the ov: P + Strives 
(stat barieoesleayes nea with vegetation * mushroom style but much more realistic e+ Steve Twisted 
+ Separate bunches of branches (jagged leaves, clear texture/ spilineder 
ridges in the tree trunk) something... 


Backpacker from 
the Metro Kingdom 
(stands out among the Toads) 
c> Contrasting appearance 
*Wears regional clothes 


Peach's Castle NPCs 


«This is the Mushroom Kingdom, 
so the locals ave mostly Toads. 


oTheir way of life revolves around 
Power Moons. 


8s 


me 


Maybe other NPCs 


re in this 3-bit style... 
—_ a 


ive in th 
Nea castle town? P= & 


Locals Proposal 


@ NOTES 


A Mushroom 
Menagerie 


Mushrooms of all sizes grow in the 
kingdom. Each behaves differently when 
Mario interacts with it. The largest one acts 
as a trampoline. The forest in the south is 
covered in moist soil, making it a breeding 
ground for fungi as well as the mushroom- 
shaped Goombas. 


The big mushrooms bounce like trampolines, 
while the small ones fly off when kicked. 


Wild Goombas supposedly unaffiliated with 
Bowser's minions inhabit the woods. Their 
ecology remains a mystery... 


& TIPS 


Tongue-Lashing 
Action with a 
Captured Yoshi 


A familiar egg rests on the roof of Peach's 
Castle. Hatch it to reveal Yoshi—he can be 
Captured for some dino-mite fun! Eat 
enemies, stick to walls, and use his famous 
tongue to perform a variety of actions. 


Devour foes with Yoshi's tong tongue. The 
fruit growing around the kingdom is Yoshi's 
favorite snack. 


some 


Yoshi's Flutter Jump extends your air time, and 
his tongue tets you stick to walls. 
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Peach's Castle The castle at the center of the kingdom. The 


Toads and Toadette are hard at work inside. 


Design Concept 


wor +00 rougl 3 Ln i Flag should move. 


mcrure around 
re 


Stained Glass Designs 


Reversed profile close-up Full ody, Realistic, like m religious 
facing front — painting 


DESIGNER'S NOTE 


Peach's Castle is the symbol of the Mushroom 
Kingdom, so we aimed for a design both new and 


the detail at every turn while maintaining the 
iconic, familiar design. 


the design to date. The beautiful stained glass, 


Color variation 


Would = flower 
design ve too 
favtastil? 


Teng ional Peach’s Castle 1 Tyrone Faint Hane gem pattern 


ica) i Fs Pe 


| lls + single island : e é ’ 
iis tie walls) Sing ietsiar & Stairs on either side + polygon Separate by brightness, then insert subHe patterns 
Preliminary Designs Roof Designs 


aesthetic were reproduced as is. 
Art Director Rikuto Yoshide 


eer ee — ee nn anette 


familiar. Using the Super Mario 64 castle asa | 
. starting point, we refined certain areas and upped | 


of dignity that embodies authority and grace inits | 
surfaces and curves. This rendition of Peach's | 
Castle is probably the most impressive version of © 


heart-shaped leaves, and detailed decorations * 
applied everywhere were all proposed by our | 
talented staff. The castle interior received the | 


i 

: / 
We enhanced its overall presence, adding an air | 
F same polish, but the room’s original shape and | 
' 

, 


Preliminary Design 


Stained Glass Design 


& NOTES 


A Peaceful Princess 
in Stained Glass 


This stained glass was designed in the 
image of Princess Peach. The window is 
set on the castle balcony, providing the 
citizens with peace of mind. You can see 
it from the inside of the castle, too; the 
fleeting sunlight illuminates the silhouette 
of the princess. 


They say it was made as a wish for Peach’s safety 
during her many absences. 


& TIPS 


Hats Off to the 
Intrepid Adventurers! 


Collect 999 Power Moons anda giant hat 
appears on Peach's Castle! Throwing 
Mario's hat at it causes a fanfare and 
fireworks—a final salute to end your 
odyssey! 


The hat-covered castle is an impressive sight. 
A pole is installed nearby so Mario can climb to 
the top. 


@ TRIVIA 


Riveting Rematches 
from Wacky 
Warp Holes 


Warp tunnels can be found in towers scat- 
tered across the kingdom. The portraits 
show bosses fought in each kingdom and 
offer rematches when Mario jumps into the 
pictures. Each boss is stronger than before, 
so prepare before taking the plunge. 


There are six warp tunnels in allt. Some are 
found in towers, while others can be entered 
through pipes. 
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Peach's Castle Interior Concept Sketch Peach's Castle Interior Rough Sketches 


& TIPS 


Entrance 
a 
| Toadette's Transcript 
AN. of Adventurous 
Pe mmeittres?—_ictnct from these Achievements 
, AY 4 Toadette acts as a record keeper inside the 
5 SO castle, chronicling statistics from Mario's 


= aie adventures around the world. Achieving 
4 : any milestone recorded by Toadette nets 
you a Power Moon. 


Ceiling 
Pillar upper portion — 
thickness (depth) Overlaps with ocean? 


as €Viteart mark 


ENS 
Marble 
im 
2 “Tr i Le Toadette greets any completed record with a 
= hearty handshake. 
Throne ehard to manage 
May ve har 
Mande lengths Thick type 


- @ TRIVIA 


(G j jy a ] 1 
y Interior style The Globetrotting 
Toad Brigade 


- Headlamp on and pack on his back, 
Captain Toad searches the world for Power 
Moons. He'll give Mario a Power Moon if 
_—_es he runs into him, along with a cute anec- 
dote explaining how he found it. The Toad 


& 
gs) i Brigade he leads consists of five members, 
Ave ld P " ‘ + 
‘ all of which can be found managing shops 
we ae end, or investigating various lands. 
| or Some ng 
— - - camel i Carpet i: ends 
: stripe We should Hirer" xe 
ie i ae Insert white panels with pillars My, a) Si ww 
ia WA white lines 
a Round. Make distinct from wilt 
CThrone upper part) — that of the Seaside Kingdom Ceiling ™ 
<= Ceiling, 
wmuré 


downs. He often appears in hard-to-reach 
places in kingdoms across the world. 


Wall behind the throne is white. = 


The ceiling could cast « 
shadow if it juts out 


Hint Toad’s insatiable curiosity leads him to 
investigate the Power Moons. 


There's a Crazy Cap shop inside the brigade ship, 
selling both yellow- and purple-coin products. 


Peach's Castle Interior 
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A, Da 


DESIGNER'S NOTE 


Players can visit the Dark Side after collecting 
a large quantity of Power Moons. It acts as 
one of the goals after beating the game. This 
may be a very Japanese way of thinking, but 
we designed the gameplay around the idea 
that this was the home of the rabbit wedding 
planners, the Broodals. Enjoy new combat 


ea 


Rabbit Ridge Tower Rough Sketch 


rk Side 


Rabbit Ridge 


against old foes, with the weak gravity offering 
new ways to tackle each battle. The scare- 
crow door and Moon Pipe stages contain 
remixed courses with higher difficulties, 
acting as a challenge for players who've made 
it this far! 

Director Kenta Motokura 


Population Unknown) Currency: 


Size 


Locals 


Unknown _ Industry 


Rabbitish? Temperature: 


chapter.é DARK SIDE 


Unknowr 


Unknown 


A, Darker Side 


Culmina Crater 


DESIGNERS NOTE 


There's a place even harder to reach than the 
Dark Side, available only to players who col- 
lect an even greater number of Power Moons: 
the Darker Side. Locals from each kingdom 
come to cheer Mario on and Mayor Pauline 
gives a special live performance! What lies 
_ ahead is the most demanding course in the 
game, which requires everything you've 
learned on your adventure to complete. 


Rough Sketch 


This mission is so intense that many people 
give up. But with the heroic Mario and the stal- 
wart Cappy (and perhaps the support of a second 
player), I'm sure you can make it through. The 
culmination of your experiences throughout 
the game and the relationships you've formed 
along the way are on display here, helping you 
reach your final goal. 

Director Kenta Motokura 


. 


Population Unknown Currency 


Size 


Locals: 


Unknown _ Industry 


Rabbitish? Temperature: 
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Unknown 


Unknown 


Unknown 


This section shows the ins and outs of various elements related to 
Super Mario Odyssey, including early development sketches! 
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New Donk City - Shiveria Bubblaine 


The Odyssey's 


Snow always 
falling inside 


Plastic vehicle model. 
Looks like a model box astand it 


in the shop. odyssey 
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© Goldfish bowl with a Henri : 


Cheep Cheep 
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= pol the ship tale 
. F adh 


o buy these aecial souvenirs 
oss the globe. There are two 


s and stickers. 


Regional coins are needed t 
sold in Crazy Cap stores acr 


° Miniature tree Snow glove 


types: figurine 


» Make a lithe more space. 


Edges = 
of avis ae ed) 


line uP Make sure Get sharper as 
with the the pattern — they get 
a tit ee eet 
out below. 


Regional 


Figurines 


Figurines decorating the Odyssey’s 
interior room. They react in different 
ways when Mario interacts with them. 


Souvenirs in the Odyssey 
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inside of the ship 
becomes a forest! 


Atmospheric 
native plants 


Handholds attached 
at 


t Extends 


DESIGNER'S NOTE 


These souvenirs are available at Crazy Cap stores throughout the game. We 


/ iT hiead wanted to design a hodgepodge of objects that could fit into the limited space 
Pg SE hung of the Odyssey. We collected a wide variety of motifs, producing an area that 

PN from : ee ; ; ; 
774 bi | here represents the unique characteristics of each kingdom. | particularly like the 
Moon-sharest f we, reactions of each souvenir when you jump on them or throw your cap. The 
light {? objects themselves are displayed in Crazy Cap shops, so we referenced actual 
wooden store counters to complete their looks. Development progressed without issue, 


and | enjoyed watching the Odyssey’s room transform into something much 
livelier than before. 


aoe P 
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Character Artitst Jumpei Yamashita 
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Exterior Stickers 


Buy stickers and slap them on the outside of 
the Odyssey to change its appearance. There 
are different designs for each kingdom. 


fer thar wih 


y world =f 
stickers could be Fr 
alia, 


UPned into 


Pod Chere be 
wait 7” 


whe base 


looks added 


DESIGNER'S NOTE 


You can buy stickers from each region’s 
Crazy Cap store. We wanted to create the 
fun feeling of a traveling suitcase by having 


players affix them to the outside of the 
Odyssey. We emphasized the charac- 
teristics of each country’s colors, design, 
and landscape to underscore the stickers’ 
function as a memento of your travels. 
Symbolic motifs were incorporated into 


Rough Sketches 


Preliminary Designs 


these designs, such as the Top-Hat Tower 
and moon from the Cap Kingdom and 
the Glass Tower from the Seaside Kingdom. 
We also considered which spots would 
look the best for each sticker and made 
sure the stickers would be evenly 
distributed when purchased in order of the 
worlds visited. 

Character/Concept Artist Akane Yoshida 


9° 


Kingdom Sticker Designs 


Mushroom 
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THE ODYSSEY'S 
SOUVENIRS 


Football Helmet and Uniform Designs Batting Helmet and Baseball Uniform Designs Skeleton Suit Designs 


ibo, and more. Each outfit 


store, ami 
WIE ote nd matched as you please. 


fits through t 
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has a separate hat and garmen 
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4P Simplified 4} 
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Oncnd VIA (saint es) sie! ae 


BOBOdO 


Noeyes  Enewy-like Blue eyes +Hightights Witheyeballs Eyes as is 


$236 


Bowser's Top Hat and Tuxedo Designs Bridal Veil and Gown Designs 


Current size 
LZ for the hat 


White and red 
Z on this band. 


yy No sleeves» 
sleeveless ¥é 
chirt underneath. 


Short sleeves | 
it looks 4004. 


Light vive denim 


, — Show vase color 


= S Park pantssto emphasize 


more earthy for the PAY NY? athacthen parts 
cowboy ou fit. 


| Normal shoes 


Top Hat and Tuxedo Designs Captain’s Hat Design 


Version you 


Hat matches 
Zu veceve 


jacket color 


< ave Version you 
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th 


a. puid 
we Overalls a " woud 
5 underneath. ao 
His red shirt thet 
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Employee Cap and Uniform Designs 
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Boxer Shorts Designs Resort Hat and Outfit Designs 


Sailor Hat and Suit Designs 


Concept Sketches 


Male tula| 
purtit é 


Mario's 


Boxers e 


Flowers 
j around 
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$4 single focus cuits 
Point on Fores 

the back 
design 


Jiangshi 
(Too close to zombie?) 


Clown Hat and 
Suit Designs 


tow about adding oi 
fo his mustache! 


Aviator Cap and Outfit Designs 


DESIGNER'S NOTE 


We brainstormed Mario's outfits to capture 
the feeling of each kingdom, giving players 
another way to see the progression of their 
journey. These included outfits from Mario's 
past, as well as some whose motifs are recog- 
nizable at a glance. Since they require coins 
to purchase, we aimed for high-quality looks 
that players couldn't help but want to try. 
Headgear and clothes can be worn separately, 
so we had to make sure that every combina- 
tion maintained a balance of texture quality. 
Consistency of detail and clipping checks 
during production were no easy feat. The 


rhe pants are 
Boi lage For now. 


Knight Helmet and Armor Designs 
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oS é designers’ love for Mario is clearly visible in 
Standard A Standard 6 Gloveless version these efforts. 
= =) We tested a ton of outfits but had to abandon 
a eye) several that were either unsuitable for mixing 
_ 


and matching or that didn’t fit the game 
progression. Can you imagine what sort of 
outfits we came up with? 
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enerie cater Paviedaipelbar Character Art Lead Sho Murata 
version version 


Spikey version 


Helmet designs 
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Concept Sketches 


Diddy Kong 
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painful, so sandals. 
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Ninja Mario 
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Outfits List (2D Area) 8-bit versions of Mario's outfits seen in the 2D areas. 


You can see these only when the full sets are worn. 


Outfits List A list of the outfits Mario can obtain. You can get 


some of them only by fulfilling special conditions. 


BLACK 
TOP HAT 


COWBOY 
OUTFIT 


a 


EXPLORER EXPLORER 
HAT OUTFIT 


uit 


PAINTER’S CAP 
AND OUTFIT 


RESORT 
OUTFIT 


EMPLOYEE 
CAP 


FASHIONABLE 
CAP 


MARIO 64 
CAP 


DOCTOR 
HEADWEAR 


10) em 
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MARIO‘S METAL MARIO || METAL MARIO 
TOP HAT SUIT 


BOWSER'S TOP HAT KING'S CROWN 
AND TUXEDO AND OUTFIT 


BOWSER'S BRIDAL 
TOP HAT VEIL 


TOPPER 
HAT 


CONDUCTOR 
OUTFIT 
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ach’s > 


{Goin Clots Notes See 


After you beat the game, Peach brings these 
clothes on her travels around the world with 
Tiara. The princess often wears dresses, so we 
took this opportunity to have her don a variety 
of other outfits. We imagined materials like 
cashmere and silk, expensive clothes befitting 
a princess's personal wardrobe. Some looks, 
like her explorer’s outfit, were made to match 
Mario’s outfits, making you want to snap a 
photo of the pair. 

Of her six outfits, the swimwear was by far 
the most difficult. We wanted to maintain her 
elegance regardless of how she's dressed. Of 
the many ideas submitted, we went with a style 
that included a sarong wrap. Her winter gear 
was the most popular among the development 
staff. | hope that all of you greet her in each 
kingdom and decide for yourselves which 
outfit you like! 

Character/Concept Artist Akane Yoshida 
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outfits to suit the climate of 


each kingdom. 
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(For Metro Kingdom), 


Preliminary Designs 
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Bonneton, Shiveria, and i 
Hikes caraueOardieaa Fossil Falls, Steam Gardens, 


and Forgotten Isle Outfit Design 


lance 
+o rhe va eee 


Look i chorts at e 


yerween 


Might 
require a cuff. 


Detail and 
lace thickness 
will likely 

. change. 


<— Ankle placement and thickness 
are changing, but pay attention 
to the balance while making the 
model. Make the heel distinct. 


eve. 


Feet 
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Mount Volbono Outfit Design 


Tostarena, Nimbus Arena, New Donk City, 
and Crumbleden Outfit Design 


Lake Lamode and Bubblaine 
Outfit Design 


Cheep Cheeps Mushrooms Fire Flower 
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Cheep Cheeps 
(realistic) 


Mushrooms 
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) 


F =| 
EA 
—_— 
Feet might have to be 
bigger for balance... 


Fire Flower 
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Making of the 


Key Art 


us artwork designs made for the key 
y characters were included to 


Vario 
art. Man 
communicat 
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e the overall idea of the game. 


Rough Sketch 


Concept Sketch 


Concept Sketch 
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Artwork Prog ression Production progress on the photorealistic key art. After 
LEE a ee a 


the background was completed, characters were added in. 
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Second 
Trailer 
(E3 2017) 


: nd 
One was played in storefronts after the games reveal, a 


e. 
Several videos were made to promote the gam 


others were posted to Twitter as 


part of the countdown. This video was revealed at the 
Electronic Entertainment Expo, 
commonly known as E3, a video 
game trade show held every year 
in the United States. 


Storyboards 
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Rotates 
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the other side 
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DESIGNER'S NOTE 


Like the first trailer, the goal of this one was “shock and awe.” Each one starts 
in a way that doesn’t seem like a Mario game. The T-Rex is one of the most 


iconic characters in this game, and using it in the beginning let us craft an 
impressive visual. The Capture mechanic is incorporated at the end as a 
reminder to the viewer. | think these factors combine to achieve a two-layered 
sense of surprise. 

Director Kenta Motokura 


ChangeHfrom a 
SeviouSfatmosphere 


By having Mario jump into view—from the manhole in the first trailer and 
out of the T-Rex in the second—we tried to create confusion at first, followed 
by recognition after Mario appears. When each trailer was revealed, we 
crossed our fingers and hoped that no one would realize what was going on 
until he appeared! 

Art Director Rikuto Yoshida 
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chapter3 pRomMOTIONAL VIDEOS 


Launch Countdown Movie 
(Official Twitter) 


Storyboards 


5 days before launch 


3h2 


Countdown videos posted on the official Twitter feed leading up to the 
game's launch. Note that each of the numbers have been Captured. 


DESIGNER'S NOTE 


We asked the designer to make the countdown animation 
focus on both the numbers and the new Capture mechanic. 


The continuity between the videos was intended to gradually 
excite viewers as the launch date approached. 
Director Kenta Motokura 


4 days before launch 3 days before launch 2 days before launch 1 day before launch 
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We composed the video with Captured numbers for several rea- 
sons: to make Cappy stand out as an icon, to put the countdown 
numbers on display, and to demonstrate an action featured in 
the game. The number of characters that appear matches each 
countdown number, and Cappy moves faster as the numbers 
decrease, creating a sense of anticipation by launch day. 

Art Director Rikuto Yoshida 


On sale today! 


one time 


2017.10.27 FARB! 
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These illustrations were posted t 
July 2017 to January 2018. 
wallpapers for smart device 


There 
sand 


o the official Twitter feed from 
were two types of illustrations: 
calendars. 
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1 i c during early 
to cement the games a? 
eS aE ae, designs are different from final produc 


development. Many of these , 
me y 
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This is a collection of illustrations drawn early in 
| the process. Development was going on during 
this time, so we drew these based on whatever 
elements had been finalized at the time. We 
freely put our own ideas forward, and each 
designer took their own unique approach. Quite 
a few of the items drawn during this period 
became catalysts for the title, so this was a valu- 
able time for the designers. From full-fledged 
illustrations to simple rough sketches, so many 
ideas were conceptualized that we couldn't fit 
all of them into this book! There was a lot of 
“Hey, could that character do this?” and “Could 
this be used for that cutscene?” 

We enjoyed imagining all sorts of fun ideas 
while we put these together. 


Art Director Rikuto Yoshi 
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He kidnaps Peach against 
her will in order to marry her. 
What’s a Mario to do?! 


Opening Scene Illustration In-Game Elements Illustration 
EARLY 
352 chapter? pEvELOPMENT ART 
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ly, res il apa in | hd 
shell. 
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“If you spot Mario, 
make a run for it!” 


It might be fun for Bowser's minions to take a 
secret staff trip after you beat the game... 
Editor's Note: Read right to left. 


35h 355 


These illustrations helped put some of the 
game beats on paper. These progress 
from the opening to the epilogue. 


: 4 ( a ¢ c | Released October 18, 1985/NES; September 13, 1985/Famicom 


—_—_—_—- ——— $$ ~ Super Mario begins! Meet Peach and the gang. 


The first entry in the Super Mario Bros. series. game. The 2D areas in Super Mario Odyssey are 
Traverse land, sea, and sky in this game of based on this game, including Mario's classic con- 
side-scrolling action (Commonly known as a 2D trol scheme and 8-bit versions of Goombas and 
platformer). Many characters and power-ups that Koopa Troopas. What's more, the 1-Up jingle for : ae i 
became series mainstays, and are still present in this game is made by connecting the sounds Bony ie iaty east vere gues need trvthis Game: ot only Bev weand 
: ys, : p : : 9g y g Princess Peach (then referred to as Princess Toadstool), but also 
Super Mario Odyssey, were introduced in this made when the menu opens and closes. Goombas, Bullet Bills, Koopa Troopas, Hammer Bros., and Lakitus. 


—_ — 


“ay" TMs 


Released 1981/Arcade 
wesees 


Mario's first appearance. The first foray into jumping! | 


This is Mario's first appearance. He had no name at release. Dodging barrels, fighting Donkey Kong, and 


the ti d f dt { “4 ” hi Pauli tli ired by thi Atth The bonus areas above the clouds (accessed by The first battle with Bowser can be seen in the back- 

e time an was re erred to on ly as ampmen. Ure ing Pau ie area ISPS y ts Same. : € based on this stage in the New Donk City theater! climbing vines) also come from this game. Just like in ground when Mario Captures the King of the Koopas 
Many of the stylistic elements in New Donk City time, the heroine was simply named “Lady.” She Super Mario Odyssey, these areas are flush with coins. near the end of the game (along with Super Mario 
come from this game. The billboards and red steel appeared in several titles and, in Japan, was officially Bros. 3, Super Mario World, and Super Mario 64). 
girders are obvious, but the taxi license plates that known as Pauline in the Game Boy version of Donkey — - ——S— = = = = = a f 
read “1981-ND" come from the year of this game's Kong. In North America, her name was always Pauline. ta 


Cr Cd oO 7650 
The Classic Cap and Suit are modeled } 
after his appearance here. Until his ; 
appearance in Super Mario Bros. 2, ; 
his overall and shirt colors were 
occasionally swapped. 


Released June 14, 1987/ Famicom Disk System | Released April 14, 1988/Famicom Disk System 


L: 
ES 5.500 
H é 


es An original flier for Donkey Kong hig ld | : : , ; : 
=| This game was made for table : The star-patterned shirt and striped hat in Super Mario A racing game where you traverse grass- 
cabinets, which could be played Oadyssey's Golf Cap and Outfit come from this game. lands, deserts, and more to reach the 
EISEN CS Fe OU This sequel to Family Computer Golf: Japan Course, goal. The Mechanic Cap and Outfit are 
Mario's first foray into sports, offers courses modeled modeled after this game! The 
on ones in the United States. In light of this, the outfit mechanic theme comes from the fact hee 
f ; 4 Fs 5 : A white suit with red and 
o4'506G OOTESO | was designed after the American flag. The Mario Golf that in this game, you fix your own blue stripes around the waist. 
series continues to this day with vehicle when it's damaged. The hat is flipped backward 


the Nintendo 3DS release of Mario in Super Mario Odyssey. 


Golf: World Tour. = ——— fe 


Dodge barrels and make your way up the steel girders 
in pursuit of Pauline’s kidnapper, Donkey Kong. 


Released February 9, 1990/ 


d NES; October 23, 1988/Famicom | cine up the pictures ana 
An outfit based onthe = | | #o0 Sniy Sef one ery. 
American flag. This | 
| outfit also appears in A : " satis pe : . 
NES Open Tournament The third game in the series. and Mario's first time ° 
Golfl It shows up in | flying through the skies with a Super Leaf! Each 
| a ee oe, world is connected by a map, and you can play the 
as the pen : ie 
There are four types of stages: 25m,50m, — The items that Pauline drops (a hat, a bag, and a Pauline’s festival choreography includes Costume. Picture Match minigame from Toad Houses ~ 
75m, and 100m. The stage names reflect parasol) are scattered throughout each course. movements where her arms and legs swing crossed on the road. The Picture Match minigame [etic o] 2c0) (Es 
the upward direction of travel. The 50m These items are also dropped around New Donk from side to side, resembling her movements from Super Mario Odysse ays homaae to the = : 
stages were removed from the Nintendo City, and they make the same sound effect when in the original game. The movements are dial p back esey PD iy’ f ie A minigame where you try to line up 
This rivalry is re-created during the festival! Entertainment System ports you pick them up. actually backward, though. | ialogue and background music from that game. pieces of a picture. 
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Released May 24, 1990 (North America); 
April 13, 1990 (Japan)/Game Boy 


A game where you draw lines to 
capture territory, all while dodging 
the enemy Qix that wander 
around the screen. On the Game 
Over screen, Mario appears in 

various outfits based on 


= 
A 
we 


as 


Released October 14, 1990/NES; 
December 1, 1990/Game Boy (North America); 
July 27, 1990/Famicom, Game Boy (Japan) 


The Doctor Headwear and 
Outfit combine a white 
jacket with a head mirror. It 
originated from this game, 
where Mario tosses pills into 


A remake of the arcade 
version of Donkey Kong. 
In order to rescue Pauline 
from Donkey Kong, Mario 
masters an abundance of 
moves, creating an action 
game with a strong puzzle 


Released July 22, 1994 (North America); June 14, 1994 (Japan)/Game Boy 


element. Pauline’s design here is 
quite close to her current look. 
One could say this is Pauline's true 
introduction to the series! 


your score. The Poncho 
and Sombrero from 
Super Mario Odyssey 
are modeled after the 
Mexican-themed outfit 
from this game. 


a bottle to eradicate viruses. 
The game was released on 
several platforms starting 
with the Famicom. From 
its appearance in Dr. Mario 
64 onward, this outfit also 
included a red necktie. 


SCORE 066895 


In both games, Mario can be seen 
playing the Mexican guitarrdn in 
a poncho! 


The first area, Big City. The tall buildings of the metropolitan cityscape bear 
a close resemblance to those of New Donk City. Mario pursues Donkey Kong 
through forests, deserts, and more! 


The original Japanese package. Pauline’s red dress 


In this title, Mario takes on the role of a ‘ : 
and wavy hair are close to her current design. 


doctor. He tries to eliminate viruses using 
a wonder drug he developed himself. 


E 


Released April 1993/NES, Game Boy; Released June 14, 1994/SNES 
Released August 1, 1992/SNES; July 14, 1992/Super Famicom June 1993/SNES (North America): 


| November 21, 1992/Famicom, Game Boy (Japan) 


Released August 13, 1991/SNES; 
November 21, 1990/Super Famicom 


A peripheral that lets you play Game Boy games 
on the Super Nintendo Entertainment System. 
The Scientist Visor and Outfit are modeled after 
Mario’s look in the TV commercial! The Super 
Mario Odyssey version contains some slight 
variations. 


Paint pictures and compose music 
with Mario! The Painter and 
Conductor Outfits in Super Mario 
Odyssey are modeled after the 
artwork from this game. These 
don't make an actual appear- Game Boy and SNES 
ance in Mario Paint, instead he dons his signa- 
popping up in places like ture overalls 

packaging and the instruction instead of the 


manual. chef uniform. 


The fourth entry in the series features graphics and sound upgrades | 
thanks to the Super Nintendo Entertainment System. The main 
theme song can be heard in New Donk City from the boombox by | 
the rooftop pool. The bonus areas above the clouds in Super Mario 
Odyssey feature music from the bonus areas in this game. This title | 
sees the debut of a new friend, Yoshi. Mario can Capture and con- 
trol Yoshi in Super Mario Odyssey, but the Yoshi from this game is 

a trusted comrade, joining his adventure and letting Mario ride on | 
his back. Yoshi is promoted to a protagonist in later games, start- 
ing with Yoshi and Super Mario World 2: Yoshi's Island. 


The Chef Hat and Suit were inspired 
by this title. Mario becomes a baker in 
this game, lining up cookies to make 
them disappear. In versions for the 


ave nsh i=] 


Oa 


The chef hat and red scarf really make 
the look! This outfit makes a comeback 
in the Nintendo GameCube version. | 


This character has 
been a tongue-lashing, 
enemy-gobbling pow- 
erhouse since his first 
appearance. Yoshi will 
lay an egg if he eats a 
bunch of fruit. 


Oz S0 


The apron is the same, but the orig- 
inal outfit lacks a beret. Mario just 
turns his cap backward! 


Mario costars alongside Donkey Kong in this commercial as the scientist who 
developed the Super Game Boy. This is because the Game Boy version of Donkey 
Kong launched on the same day as the Super Game Boy. 


= a 


Released September 1, 1992/SNES; 


August 27, 1992/Super Famicom Released November 1, 1992 (North America) 


October 21, 1992 (Japan)/Game Boy 


1p 


Released November 21, 1994/SNES (North America); 
November 26, 1994/Super Famicom (Japan) 


re 


The first entry in the Mario 
Kart series, where mainstays 
like Mario, Peach, and Bowser 
race around a track. The RC 
Car Challenge minigame in 
Super Mario Odyssey takes 
its background music from 
the first course in this game, 
Mario Circuit. 


The Wario Cap and 
Suit are modeled after 
the character who 
debuted in this game. He 
dons the yellow cap and 
purple overails as a dis- 
guise to capture Mario's 
castle. He 
claims to 
be an old rival 
from Mario's 
childhood. 


A side-scrolling action-adventure with a new 
Donkey Kong who succeeds the now-aged 
original (dubbed Cranky Kong). Candy Kong 
and other members of the Kong 
family make their debut here. 


The message signboard at Yoshi's House 
in Super Mario Odyssey pays homage to 
the message that appears in this game. | 


The Diddy Kong Hat and Suit 
appear in Super Mario Odyssey. 
Donkey Kong's diminutive part- 
ner also debuts in this game. 


Mario must gather the Golden 
Coins to take on Wario and re- 
capture his castle! 
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Released April 23, 1995/Super Famicom 


ss ea 


Metal Mario, a power-up that defeats ene- 
mies by touch alone. The Metal Mario Cap g 


and Suit are based on this. 


A satellite data broadcast- 
ing service (BS) on the 
Super Famicom. This ser- 
vice and hardware did 
not see a North American 
release. Satellaview acts as 
a receiver, using a BS tuner 
to receive games like BS 


Dr. Mario. The service shut down in 
2000. The Satellaview Helmet and 
Suit come from the outfit Mario wore 
in advertisements. It resembles a 

spacesuit, perhaps inspired by the 
tagline emphasizing the appeal 
of outer space: “New games 


rain down from space!" 


The Satellaview Helmet and Suit 
have a bit more flair than a tradi- 
tional spacesuit. A rocket pack is 
even attached to the back! 


Released September 29, 1996 (North America); June 23, 1996 (Japan)/Nintendo 64 


A shift from 2D to 3D and the foundation of 
exploration gameplay. 


Peach's Castle, a.k.a. Mushroom Castle. The 
red roof and stained glass image of Princess 
Peach are striking! 


Released March 14, 1995/Game Boy 


This puzzle game has players carve 
out hidden images using num- 
bers on the top and sides as 
hints. Because the game likens 
solving puzzles to decipher- 

ing ancient stone tablets, 

Mario is decked out in an 
archaeologist’s outfit. The 
Explorer Hat and Outfit in Super 
Mario Odyssey come from here! 
The costume returns in Picross 2 but 
is absent from Mario's Super Picross. 


The outfit returns in the sequel, 
when you solve puzzles, reacting Picross 2 (Japan only). This time 


when you make mistakes or beat Wario comes to join the fun! 


a stage. 


The first 3D action platformer in the Mario series. Move freely around a 3D field in search of hidden 
Power Stars. You can see the number 64 all over Super Mario Odyssey—including on the Batting Helmet 
and Baseball Uniform—in reference to this title. The regional coins of the Mushroom Kingdom are made 
to resemble the coins from this game, and the Mario 64 Cap and Suit faithfully recreate the polygon count 
from this game. The interior and exterior of Peach's Castle is an (enhanced) homage to the 
original castle. Yoshi's placement on the castle roof is one final nod to a gaming great. 


With the Mario 64 Cap and Suit equipped, Mario 
can enter a room modeled after this game's 
garden. The design of the grounds and the 
sculpture is faithfully re-created. 


Released August 26, 2002 (North America); 
July 19, 2002 (Japan)/Nintendo GameCube 


The shirt design 

a features Shines, 

which are key 

m items in this game. 

The short sleeves 

by suit the tropical 
island vibe. 


In this 3D action romp, Mario sets out to clean up the 
polluted paradise of Isle Delfino with a new partner 
strapped to his back: the water pump F.L.U.D.D. The 
Sunshine Shades and Outfit were modeled after 
clothes you can obtain in this game by fulfilling a cer- 
tain condition. He sports a pair of sunglasses that 
make the screen slightly darker when he puts them on. 


Released September 25, 2006 (North America); 
April 12, 2007 (Japan)/Nintendo DS 


Pauline makes a comeback! Pauline accepts an invitation to the 
opening of Mario's new theme park, only to be kidnapped by the 
opportunistic Donkey Kong. 


» Control the Mini 
Marios with your 
stylus and move 
them to the goal 
in this puzzle 
| action game. 


Released August 28, 2000 (North America); | 
July 21, 2000 (Japan)/Nintendo 64 


A tennis game starring the Mario family. The | on 
Waluigi Cap and Suit’s namesake, Luigi's long- 
time rival, debuts in this game. He made more | 
appearances after this game, using his gangly | 
frame for sports like tennis and golf and show- 
ing up for ensemble game series like Mario Party 
and Mario Kart. 


Released November 12, 2007 (North America); 
November 1, 2007 (Japan)/Wii 


A 3D action game set in outer space. 
What sets it apart from other 3D 
games like Super Mario Odyssey are 
the linear courses, which are cleared 
on set routes. We're introduced to Mario Galaxy 2. 


With me as the Royal Guard 
Commander, nobody will ever kidnap 
Princess Peach again! EVER! 


His spindly frame and 
purple duds are his 
trademark. An upside- 


The regional coins in Honeylune 2 
down L adorns his hat. 


Ridge are modeled after the Star 


Bits that rain down in this game. ~ Toad. They've set out to rescue Prince: 


characters like Rosalina and Captain 
Toad, and the game offers the most 
immersive adventure yet. Yoshi 
appears in the 2010 sequel, Super 


The Toad Brigade debuts in this game, led by Captain 


ss Peach! 
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In one of the sequels, 
Mini-Land Mayhem!, 
Donkey Kong kid- 
naps Pauline in a rage 
when he can't get 
his hands on a Mini 
Pauline toy. 


Released November 13, 2011 (North America); 
November 3, 2011 (Japan)/Nintendo 3DS 


The first all-new 3D Mario game released for a handheld system. The 
linear gameplay of Super Mario Galaxy returns, albeit in a form more akin 
to side-scrollers. We wanted to do something to include fans who aren't 


great at 3D action games. The Tail Tree spotted in Super Mario Odyssey _ will clear the stage (the same goes for the sequel, 
Super Mario 3D World). 


first appears in this game; its leaves create the Tanooki power-up. 


| The story starts when 
Princess Peach goes 
missing, having gone to 
check out the Tail Tree 
one dark and stormy 
night. The next morn- 
ing, Mario discovers a 
letter left by Bowser at 
the Tail Tree. 


Released August 19, 2012 (North America); 
July 28, 2012 (Japan)/Nintendo 3DS 


The third installment of the New Super Mario Bros. 2D platforming series 
seen previously on the Nintendo DS and Wii. This game focuses on collect- 
ing a huge amount of coins—the 
Gold Mario power-up helps the 
player reach that goal. The Gold 
Mario Cap and Suit in Super Mario 
Odyssey are modeled after its glit- 
tering form. 
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Golden fireballs will turn any 
blocks they hit into coins and net 
a ton of coins from any enemies 
they strike. 


Grabbing the Goal Pole at the end of each course 


The look of the Captured 
} Jizo statue in Super Mario 
Odyssey comes from the 
Statue Mario power-up in 
this game. Use its weight 
to crush foes! 


Released November 22, 2013 (North America); 
November 21, 2013 (Japan)/Wii U » ®& ; 


Up to four friends can join in the fun of 
this 3D action game. The 8-bit Cat Mario 
and Cat Peach hidden all over the Super 


e 
Mario Odyssey kingdoms are based ona “ss 
power-up from this game. You can also : agi " 
search for other 8-bit characters hidden — i , $ 
throughout these levels. * E al 


The Cat Mario power- 
up gives the player a 
set of claws to scratch, 
attack, or climb walls 
with for a brief period. 


Captain Toad goes on his own solo ad- 
venture in this title. He continues to sport 
the look from these levels to this very day. 


Released May 30, 2014 (North America); 
May 29, 2014 (Japan)/Wii U 


The eighth entry in the series takes tracks underwater, into 
the sky, and up walls and ceilings. Karts, bikes, and ATVs are 
available to drive. In 2017, Mario Kart 8 Deluxe landed on 
the Nintendo Switch with added features. A total of forty- 
two characters make an appearance. 


The Racing Helmet and Outfit from 
Super Mario Odyssey are designed 
with Mario’s world in mind and 
contain “sponsor” logos that 
appear in this game. The Mechanic 
Outfit shares these logos. 


Released September 25, 2015 
(North America); October 11, 2014 (Japan) 


The New Nintendo 3DS added more 
functionality to the Nintendo 3DS. For 
example, you can swap out the cas- 
ing plates to customize its look. The 
Fashionable Cap and Outfit are mod- 


advertisements. you like. 


i The theme of this handheld device is 
eled after the look Mario “change.” You can freely change the 


sported in Japanese top and bottom plates to any style 


In keeping with this theme, the ads 


featured Nintendo characters wearing g - ve ae 
outfits different from their usual duds. , | kingdom. 


Released September 11, 2015 (North America); 
September 10, 2015 (Japan)/Wii U 


This game lets you make and play 
side-scrolling courses from the Super 
Mario series. Tne Builder Helmet and 
Outfit are modeled from his look in this 
game. The 8-bit form of Cat Mario and 
Cat Peach in Super Mario Odyssey 
also appear in this game. 
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a "He wears a helmet, and 
a hammer and other 
tools hang off the 
belt on his waist. The 
look appears in- 
game in 8~-bit form. 


Released December 15, 2016/Smart devices 


A 2D action game for smart devices where players control 

| a constantly running Mario by tapping the screen. This 
game's relationship to Super Mario Odyssey is slightly 
different from the rest: while none of its elements 

| appear in Super Mario Odyssey, the game was a 
collaboration made in anticipation of Super 

Mario Odyssey's release. Cappy and Wedding 

Outfit Mario were offered in Super Mario 

Run as limited-time items that could be used 

to customize your 
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Move through a miniature version of the Ride a cart through massive waterfalls The power plant sits underground, Avoid the spiked balls spit out by 


Tostarena Ruins. The Inverted Pyramid Treasure is hidden among the surround- putting certain gimmicks in motion Cookatiel and dash across crumbling 
hovers overhead, and players are even ing dinosaur fossils. when activated. Toadette even makes an platforms. Shake the bird's pursuit and 


treated to a night scene. 


Released July 13, 2018/Nintendo Switch, Nintendo 3DS 


A new adventure with Captain Toad! 


The intrepid adventurer treks across different worlds in this action game. 
His heavy backpack prevents him from jumping, requiring players to nav- 
igate through small, tight courses. The original Wii U version of the story 
was linked to Super Mario 3D World, but the story syncs up with Super 
Mario Odyssey in this port. You can travel across four Odyssey king- 
doms in pursuit of Power Moons. 


appearance in City Hall! make your way to the giant pot! 


Released December 7, 2018/Nintendo Switch 


;7 ) A fierce fracas starring characters from a variety 

) of titles. Mario adds elements from Super Mario 
Oayssey to his repertoire: regional coins may 
shoot out during his Super Jump Punch, 


causing Cappy to appear. 
a You can also bring h Ld 
his wedding outfit ' uae 
into the fray. Dr. . 
ne a 


Mario joins the 
battle as a separate 
fighter. 


The New Donk 
City Hall stage has 
Pauline perform- 
ing a song in the 
background. 


Even Cappy makes an ap- od 
pearance! He can be seen 
during actions like the Super 
Jump Punch or Mario’s taunt. 
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